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The most intense strategy game ever devised! 

The rigor of chess! 

The turbulence of warfare! 

The cosmic awareness of tarot! 

Mystic, rise to the challenge. Wield your 
Spheres Tarot 78-card deck against the decks 
of your foes. Become the overlord of spiritual 
warfare. 


You see a vision. You assemble celestial forces 
into your authentic ‘ten-card’ tarot layout. 
Within your Domain, your spirit manifests as a 
noble elemental. Perhaps you are the Knight 
of Wands: a warrior brandishing flames. Or 
perhaps you choose another form. 

Scrutinize the layouts of your enemies and 
smile. Strategy prevails! Mind-bending 
combinations startle your rivals, turning their 
layouts against them. Spheres is a war of 
cunning, and “to the victor go the spoils!” The 
winner exercises absolute dominion over all 
realities. The loser eats dirt. 

I have seen the glory you must fulfill. Seek 
your personal Spheres Tarot deck now. You 
will know it by its spectacular artwork and its 
archaic numbering system. 

A revolution in CCG’s — here the most 
powerful minds win. Spheres is pure strategy 
card gaming for two or more players. (No 
booster packs to keep up with!) 

Play the newest breakthru in 
CCG's —Spheres Tarot Cyclone 
rules! Advanced mystics duel 
each other SIMULTANEOUSLY for 
real-time arcade action. 
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Tlie Arcadia Saga takes the concept of adventure 
card games to the level of epic storytelling. 

Your quest begins with Arcadia: The Wyld Hunt, as you strive to learn the fate of Lord Gamine, 
the only one who can end the Darkening that plagues the realm of the fae. 

The story continues in Arcadia: King Ironheart’s Madness, as you battle a ruthless dictator who is determined to 

destroy paradise and rebuild it in his image. 

And while the fate of Arcadia is shrouded in mystery, one thing is certain - its destiny lies in your hands. 

Arcadia: The Wyld Hunt is available in July. 

Arcadia: King Ironheart's Madness is on sale in November. 
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To learn more about Arcadia, check out 
<www.white-wolf.com> 










"Strategy Game Of The Year" 

-Computer Gaming World 

"Turn Based Strategy Game Of The Year" 

-Computer Games Strategy Plus 



J\/[ythical creatures come to life as you battle for control of newly discovered lands in 
the award-winning strategy game Heroes of Might and Magic ". Explore virgin territory and 
capture strategic positions and resources while expanding your influence and establishing 
your dominance. Recruit your heroes, gather your armies, and challenge the other warlords 
for supremacy. Victory is within your reach if you have the brains and the brawn to take it. 



• Over thirty unique combat units 

• Dozens of strategic scenarios 

• Custom "World Builder" included 

in the Win 95 version 

• Exquisite SVGA graphics 
• Intense Computer AI 

• Multiplayer: hot-seat, modem, 

network, direct connect 


Spectacular web offer check out 
http://www.nwcomputing.com 


NEW W&HIB BONIPUTINE, INB 


Available at your local software retailer or order direct from New World Computing at 
1-800-251-9664 (818-734-7136 outside the U.S.), or by mail: 

P.O. Box 4302 Hollywood, CA 90078-4302. 

Cl99b New Wald Comtxrtny He Heroes MtgK and Magic is a tradenwV of Me* World Computing toe 
AH rights resumed All other trademarks belong to thee respective hotteis. 
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FEATURES 

Winning on the Side .48 

by Mark Chalice 

Many players stress the need for a “good sideboard/ but 
few describe just what makes a sideboard “good.” Top- 
ranked player Mark Chalice lays down the essentials for 
building a sideboard that works with your deck and 
against your opponents’. 

CyberMagic .52 

b Jeffl L in 

Both the Internet and Magic caught the public’s imagi¬ 
nation at about the same time. Jeff Lin takes a look at 
the profound effect that the Internet has had on Magic 
and the Magic community worldwide. 


DEPARTMENTS 

4 Publisher’s Note 
6 About the Contributors 

8 Letters 

14 What’s New? 

With Phil and Dixie 



Magic Compendium .17 

Magic Compendium’s fresh format lets you take a new look at your 
old favorites, including “WotC Picks/“House Rules/“From the 
Library of Leng/ and “Rulings 6c Errata/ as well as the Alliances 
FAQ/Die Compendium also features the ever-popular “Deck 
Clinic/ plus several new Magic features. See the Magic Com¬ 
pendium’s table of contents on p.17 for details. 



EXPERT ADVICE 


NEWS AND REVIEWS 

11 WotC News 

Get the latest on Mirage, 
MieroProse Magic, Bat- 
tleTech, and Arena. 

13 Insider Trading 

by Mark Rosevxiter 
Find out Marks “inside” 
secrets, including playtest 
versions of Alliances cards. 


35 Card Spotlight 

by Chris Page 

Don’t overlook Alliances' Varchild’s 
War-Riders.Learn how to beat the fine 
print on this potentially potent card. 

39 Excuse Me, Mr. Suitcase? 

by Paul Peterson 

Mr. Suitcase and Paul Peterson pick apart 
Bertrand I ^es tree’s Pro Tour deck and tell 
you why it works. 

42 Deck Deconstruction: 

Weenie Decks 

by Beth Moursund 

Weenies unite! Turn your smallest 

creatures into a formidable force. 

45 Murk Dwellers 

by Tom Wylie 

So whv do multiplayer Magic games take 
so long anyway? “Da rook// guy explores 
the differences between multiplayer and 
two-player game design. 


59 Netrunner 

Take a look at the first Netrunner 
expansion, Proteus , and use “multidecks” 
to build a Runner HQ^assault deck and a 
Corp “tag-and-bag” deck. 

69 Vampire:The Eternal Struggle 

Add a few killer V:TES combos to your 
collection and get your first glimpse at 
The Sabbat. Plus, the latest V:TES 
rulings and errata, and the official card 
list for Ancient Hearts. 

84 Mag»c:The Puzzling 

by Mark Rosewater 

Three new puzzles to satisfy your Magic 
mania; plus, answers to last issue’s puzzles. 

96 Lost in the Shuffle 

by Richard Garfield 
Magic’s creator reflects on the adven¬ 
ture-gaming industry’s unique view of 
the game world and its effect on his 
TCG designs. 


73 Reports on TCGs 

by Allen Varney 

Judging successes and failures 
in the TCG industry; plus, 
game news and notes. 

77 Star Wars: A New Hope 

by Allen Varney 
Reviewer Allen Varney finds 
lots to like about the first 
Star Wars expansion. 

78 Arcadia 

by Allen Varney 
You’ll need little money but 
plenty of imagination to enter 
the realm of White Wolf’s 
inventive new TCG. 

82 From the Guys 
Downstairs 

by Mike Elliott, William 
Jockusch , and Bill Rose 
Wizards of the Coast game 
designers review the CD- 
ROM game Wanraft II. 
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Raising the Bar 



B y the time you read this, Magic will have celebrated its third anniversary 
since it was launched at GenCon in August 1993. Throughout its short 
life, Magic has continued to grow and change. It s now played in sixty 
countries around the world, has been translated into seven languages 
(Spanish, Italian, German, Portuguese, French, Japanese, Korean, and, 
soon, Chinese), and has sold more than two billion cards worldwide. Magic also 
has its own professional tournaments playing in six cities in 1996, with more 
than a million dollars in cash prizes. This year, Wizards of the Coast releases 
two expansions, Alliances and Mirage. Both expansions introduce new and 
intriguing facets of game play as well as exciting new artists, such as this issue s 
cover artist, Terese Nielsen. 

Just as Magic is changing, so is The Duelist. The first issue appeared in the 
winter of 1993, and my tenure began during the production of Duelist #4 in 
February of 1995. The Duelist was founded on meeting the needs of dedicated 
Magic players by providing articles about strategy and deck building, as well as 
the inside scoop on the happenings here at Wizards of the Coast. The Duelists 
look and feel set the tone for other trading card game magazines that sprung up 
last year. 

This issue we’ve tried to raise the bar on both the depth and the quality of 
our Magic coverage. We’ve listened to you, our readers, and have changed the 
editorial format and design so that Magic strategy and features are at your fin¬ 
gertips. You’ll find that we’ve gathered the Magic departments and columns 
into one department called “The Magic Compendium.” It s laid out so that 
you can easily find what you’re looking for, whether it’s “WotC Picks,” “Sin¬ 
gle-Card Strategies,” or “Deck Clinic.” 

Along with the new design, we’re also offering strategy and deck-building 
tips for the new community of players getting hooked on Netrunner. And 
since most of our readers play other cards games, we’ll continue to cover what's 
hot with non-WotC card games. The redesign for The Duelist has come thanks 
to the creative talent of Shauna Wolf Narciso, our experienced and gifted art 
director who came on board with issue #10. 

Starting next issue, Paul Hughes takes over as editor in chief. Paul has been a 
long time WotC and Duelist editor, who knows Magic inside and out. Paul will 
further our commitment to giving readers more of what they want and will be 
responsible for The Duelist's online presence. And speaking of the Internet, be 
sure to read our feature on CyberMagic in this issue and visit The Duelists 
home page at www.wizards.com. 

Lastly, The Duelist is your magazine. Please let us know how were doing 
and how we can make The Duelist better for you. Drop any of us a line at 
duelist@Vizards.com or write to me directly at wendy@Vizards.com. Your 
comments are very important to us. 


\){i£LL 

The Duelist is published bimonthly by Wizards 
of the Coast, Inc., 1801 Lind Ave. SW. Renton, 
WA 98055. United States of America. 
Application to mail at second-class postage 
rates is pending at Renton. WA, and at 
additional mailing offices. POSTMASTER: Send 
address changes to The Duelist. P.O. Box 
469086, Escondido, CA 92046. ©1996 Wizards 
of the Coast, Inc. All rights reserved. No part 
of this magazine may be reproduced (except 
for review purposes) without prior written 
permission of the publisher. Material published 
in The Duelist does not necessarily reflect the 
opinions of Wizards of the Coast, Inc., its 
employees, or its editorial staff, who are not 
liable for opinions expressed herein. Most 
product names are trademarks owned by the 
companies that publish those products. Use of 
the name of any product without mention of 
trademark status should not be construed as a 
challenge to such status. Wizards of the Coast, 
Magic:The Gathering, Deckmaster, 
Garfield Games, Arabian Nights, Antiquities, 
Legends. The Dark, Fallen Empires, Ice Age, 
Chronicles, Homelands, Alliances, Mirage, Dark 
Sovereigns. Ancient Hearts, Darkness Unveiled, The 
Sabbat, The Great Dalmuti. The Duelist. Mr. 
Suitcase, The Duelist Companion,The Duelist 
Sideboard, Magic:The Gathering Pro Tour, 
and Duelists’ Convocation International are 
trademarks of Wizards of the Coast, Inc. 

Jyhad and Vampire:The Eternal Struggle 
are trademarks of Wizards of the Coast, Inc., 
and White Wolf Game Studio. Netrunner is 
produced by Wizards of the Coast, Inc., under 
license from R.Talsorian Games. 

ADVERTISING: Contact The Duelist's 
Advertising Sales Manager, Bob Henning, at 
(206) 204-7262.AII advertising submissions are 
subject to approval by Wizards of the Coast, 
which reserves the right to refuse any 
advertising for any reason. Advertisers and 
their agencies agree not to hold Wizards of 
the Coast, Inc., liable for any loss or expense 
from alleged wrongdoing that may arise out of 
the publication of such advertisements. 
SUBSCRIPTIONS: To subscribe to The 
Duelist call (800) 395-7760. Subscriptions are 
available within the U.S. at $ 17.95 for six 
issues. (For Canadian orders, send US $22.95; 
other foreign orders, send US $37.95.) 

Duelists’ Convocation Legend members may 
subscribe to The Duelist at the discounted rate 
of US $14.95 (US$18.95 for Canadian orders) 
for six issues.To inquire about a subscription, 
write to The Duelist or contact our fulfillment 
agency. Publisher’s Creative Systems, at (800) 
395-7760. The Duelist is available for $4.95 an 
issue at game and hobby stores, comic book 
stores, and other retail outlets nationwide. 
SUBMISSIONS: The Duelist welcomes 
submissions from readers.To obtain our 
submission guidelines, write to us at The 
Duekst Attn.: Submissions. P.O. Box 707, 
Renton, WA 98057-0707, or email us at 
duelist@wizards.com. For general 
information about Magic:The Gathering 
and other Wizards of the Coast 
products: Call Customer Service at 
(206) 624-0933, M-F,9 a.k-6 p.m. (PST), or 
email custserv@wizards.com. United Kingdom 
customers, please call 0345-125-599 (in the 
U.K.) or 44-141-226-5205 (outside the U.K.). 
M-F. 9:30 a.m.-6:30 p.m., Glasgow time. 



Wendy Noritake 
Publisher 
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ABOUT OUR, CONTRIBUTORS 



Force of Her Will 

P m Tcrese Nielsen. This 

months cover illustration 
by Terese Nielsen is a 
reinterpretation of Force 
of Will, a blue interrupt, 
which she also drew for 
I Alliances. Nielsen gradu- 
® ated from the Art Center 
College of Design in Pasadena, CA, in 
1990. Her past work includes comic book 
and trading card illustration for Marvel. 
Alliances marks her first appearance for 
Magic. 

“Drawing for Magic is great,” says 
Nielsen. “Drawing for Marvel, you have to 
do things a certain way, like getting Super¬ 
mans jaw line just right. With Magic, it’s 
different. You can draw just about anything 
you want.” While Alliances is Nielsen s first 
work for Magic, shes no stranger to the art; 
her brother is Ron Spencer, who’s been illus¬ 
trating Magic cards for years. “Magic art is 
now taking some great strides,” says Nielsen. 
“The art is much more sophisticated than it 
used to he.” 

Nielsen, who illustrated seven cards for 
Alliances , has just finished seven more for 
the upcoming Mirage release due out this 
October. She’s also scheduled to contribute 
to several other Magic expansions next year. 


Maro 


Mark Rosewater. Mark 
Rosewater stands pretty 
tall at Wizards of the 
* .2 Coast and in the Magic 

community at large, Dull 
issue. Rosewater 

“ I nsider Trading” (see pp. 
13 and 84), which are among The Duel ish 
most popular sections. Rosewater began 
playing Magic in Los Angeles not long after 
the game first shipped in July, 1993. At the 
time he was a freelance television writer, 
writing during the day and playing Magic at 
night. But it wasn’t long before his freelance 
efforts started to center around Magic. He 
got his start at WotC when his first puzzle 
appeared in The Duelist Supplement in May, 
1994, and soon afterwards he was doing 
freelance work for the Magic team and The 


Duelists’ Convocation, as well as for the 
company’s Research and Development 
(R&D) group. Finally in October, 1995, he 
came to work at WotC as a full-time 
employee in the R&D group. 

Although he still wears many hats here at 
WotC (in addition to his editorial duties at 
The Duelist , Rosewater helps out with the 
Magic Pro Tour and other Magic-related 
events), his chief responsibility centers 
around designing, developing, and playtest¬ 
ing Magic. He’s even got a card named after 
him—Maro—which you’ll find in Mirage. 



Not Just Another Nice Guy 

Henry Stern. It’s easy to 
mistake Henry Stern for 
just another nice guy with 
a Magic deck—he’s 
polite, he’s an aerospace 
engineer, and he gets visi¬ 
bly excited when he talks 
about a particular card or 
strategy. But it doesn’t take long to figure 
out that Stern is quite exceptional when it 
comes to deck construction and play skill. 
His first submission to The Duelist , “Apply¬ 
ing Probability to Deck Design,” complete 
with hypergeometric graphs, was certainly 
our first clue. Stern has since distinguished 
himself as an author and a player, he cowrites 
“Deck Clinic” (see p. 30), and he’s a member 
of Pacific Coast Legends, an L.A.-hased 
professional Magic team. Despite his many 
successes (among them, taking second at last 
year’s U.S. Nationals and third at last year’s 
Worlds), Stern maintains his affable sense 
of humor when faced with the occasional 
defeat. When he finished a disappointing 
sixty-first at the first Magic professional 
tournament, he dubbed his ill-fated deck 
“Stern’s Folly.” 


cculule uc ecieULu 

■ All about Mirage 

A comprehensive look at the most important Magic 
release of the year. 

■ A player’s assessment of Alliances 

Rob Hann looks at AAancess impact on this 
summers tournament play. 

■ Plus, ups on card denial. Magic in Albuquerque. 
Fifth Edition rules, and Magic on CD-ROM. 

took for The Duelist #13 on sale September 1 9, / 996, 
at your local hobby and game retailer. 
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Those Type I Types 

W hile Duelist #10 gen¬ 
erally conformed to 
your usual excellent standard, 
I was rather irritated hv Zak 
Dolans article. Like many 
(make that most) players 1 
know, I got involved with 
Magic during Revised, and 
I’ve never seen a Black Lotus 
or a complete set of Maxes. It 
seems to me that if you have 
those six cards and a 
Timetwister, Time Walk, and 
Ancestral Recall, you need a 
strategy article like you need 
another Circle of Protection, 
and if you’re like me, it’s frus¬ 
trating to read about a deck 
that would cost four figures 
to put together. (Zaks 
“Looping Deck,” aka “The 
Crow,” has twelve dual lands, 
which ain’t cheap, either.) 
Could we please have a 
moratorium on Type I- 
dependent strategy articles? 

Evan M. Read 

Tuscaloosa, AL 


'Thanksfor the feedback, Evan. 
No doubt, many readers agree 
with you. But if you could bear 
with us while we coach those 
Type I people once in a while, 
wed appreciate it. 

Web Catches 
Pro Tour 

I just wanted to thank you 
for the awesome coverage 
of the New York tourney 
(supplement to Duelist #10), 
and I hope we will see more 
coverage like that. I was fasci¬ 
nated by the personalities and 
observations of the players. 1 
realize there are too many 
tournaments to cover them 
all—at least not in print. Do 
you know if Wizards of the 
Coast is going to provide 
Web-based coverage of the 


Road to the World Champi¬ 
onship? It would he nice if, 
after a pro event, those who 
wanted to check the results 
could just surf the Web and 
see who beat whom. 

Don McGonigal 
Surrey, British Columbia, 
Canada 

You can find results of the profes¬ 
sional tournaments on the Wiz¬ 
ards of the Coast Web page. The 
address is: http://www.wizards. 
com/Pro Tour/Welcome, html. 

Justice in The Duelist 

ark Justice’s article, “72 
I lours in New York” 
(Duelist #10) was very enter¬ 
taining, giving a player s-eye 
view of what to expect at a 
top-level tournament. Though 
I understand that it was in 
essence a personal view, I was 
unhappy with what came 
across as a very elitist attitude. 

1 lis dismissal of Hymn to 
Tourach as an overrated card 
seems to imply that he wasn’t 
paying much attention to the 
Junior tournament, where 
Graham Tatomer s winning 
deck had four of them. 1 le 
and his “California Crew” also 
have a p<x)r opinion of Chron¬ 
icles as being “bad for the 
overall market.” This is typical 
of many so-called “expert” 
players, who seem to have no 
idea how to put together a 


deck without relying on a 
multitude of rare cards not 
available to new players. Per¬ 
haps he would be happier if 
The Dark, Legends, and Antiq¬ 
uities were no longer available 
for tournament play. Chronicles 
is the best thing to happen to 
those players who arrived late 
on the scene but would like a 
fighting chance against the 
likes of Justice. Without 
Chronicles , the only way a 
newer player can remove a 
pros smug grin is by asking 
him to remove his deck 
protectors. 

John Cudmore 

Bristol, England 

Mark Justice responds (no smug 
grins here!): 

I apologize for coming across 
as an elitist, for I believe that 
Magic is a game that continu¬ 
ally teaches each one of us, no 
matter how long we've played. 
Perhaps I should have made this 
more clear in "72 Hours, ” but my 
and many others'view on 
Chronicles is that it's not neces¬ 
sarily bad for the players, butfor 
the collectors and retailers; I'm 
happy that players have access to 
some of the older cards. 

Moral Dilemma 

y friend and I decided 
that cards get banned 
and restricted because some¬ 
one doesn’t like the card. Your 


article on Brian Weissman 
(Duelist# 10) really pointed 
out this fact. 

Banning and restricting 
cards because they win is 
wrong. If a card wins too 
much, why not just find ways 
to beat it and publish the 
methods in The Duelist? If 
that doesn’t work, make up a 
new card to counter the effect. 
(Deflection is a great example 
of a counter to Mind Twist.) 
Banning Channel was wrong. 

I never used it, but all you 
need to counter it is a card 
that lets you gain the number 
of life points that your oppo¬ 
nent pays for a desired effect. 

Dave Kuehn 

Kennewick, WA 

The Duelists' Convocation 
doesn't ban and restrict cards on 
players' advice alone. This issue's 
"TournamentNews” (p. 28) 
explains the criteria the DCI 
uses to restrict cards. 

At What Price! 

n a survey I took, three 
dozen people agree that any 
card that costs over twenty- 
five dollars is steep, let alone 
four hundred dollars! Wizards 
of the Coast’s attempt to keep 
Magic mostly for players is 
failing. The average person 
can’t keep spending the 
money necessary to stay com¬ 
petitive. Any company that 
makes a lot of money should 
not keep increasing its prices 
but should lower them or keep 
them the same. After all, the 
company is already rich. 
Edward Sell 

Peoria , IL 

Wizards of the Coast's customer 
service rep Eric Cagle replies: 

We don't know the "value" of any 
cards because we're legally bound 


Comments? Questions? 


W e’d love to hear from you. 
Send your thoughts to “Let¬ 
ters,” c/o The Duelist , P.0. Box 
707, Renton, WA 98057-0707, or 
to duelist@wizards.com. 

Please include your name, address, 
and phone number for verification purposes. 

Letters may be edited for length and clarity. 
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not to get involved with the 
trading card after-market , 
which includes the sale, pricing, 
and trading of individual cards 
or sets. In other words, once we 
sell our product to distributors, 
we cm t get involved with 
pricing. Asfar as were con¬ 
cerned, all cards have a value 
equal to the printing cost: 
approximately seventeen cents! 

You will notice that boxes of 
our products have a “ Manufac¬ 
turer's Suggested Retail Price” 
printed on them. This is a value 
that we have suggested to 


fhflRcs 

These ten lucky people com¬ 
pleted surveys in Duelist # 10, 
and each won a Duelist life 
counter. You can be a winner 
too for completing the survey 
in this issue. (See survey card 
between pages 80 and 81 for 
details.) 

Congratulations to: 

^ Andy Scheffler 
Berkeley, CA 

^ Phillip Rowell 
Bellevue, NE 

Adam Miller 

* Madison, Wl 

William Lerte 

* Anchorage, AK 

Sepehr Hallall 
** Cupertino, CA 

Evan Fitzer 

^ Kamloops, BC, Canada 

Bob Crowley 

# New South Wales, 
Australia 

4 Dominic Crapuchettes 
Annapolis, MD 

♦ Sean Costales 
Yucaipa, CA 

£ Cooper 

Summerville, SC 


retailers for how much the cards 
should be sold at. Retailers, 
however, are under no legal 
obligation to sell them at that 
price. This is why you will see a 
variety of pricesfrom set to set 
and from store to store. 

In September 1995, Wizards 
of the Coast raised pricesfor the 
first tune since Magic: The 
Gathering was first released. 
This translated to aboutfifty 
cents more than the old sug¬ 
gested retail price for boosters 
and one dollar more for starter 
decks. Any other price increases 
you have seen are the result of 
retailers or distributors, who 
often raise prices if product is in 
short supply. 

Toxic Magic 

y daughter loves to bite 
on your cards (using 
the standard baby tractor 
beam). Is it safe for my girl to 
chew the corners? She never 
gets to finish one. 

Brian F. Gerbracht 

Cheektowaga, NY 

Thanks for writing, Brian. We 
enjoyed the meat of your letter 
too but couldn't resist printing 
your PS. Keith Ken top, who 
coordinates the product ion of 
cards at WotC, responds: 

Although the coating on 
Magic: The Gathering cards is 
water based, it is produced by 
European environmental stan¬ 
dards. European standards are 
less stringent than those of the 
United States, so VOCs 
(Volatile Organic Compounds, 
gases released by the printing 
process) are much higher in 
canls printed in Belgium than 
in those produced by North 
American plants. Given that 
the acid in saliva and the 
mechanical motion of chewing 
only accelerates the deterioration 



a?fr T 

Kidnapped Stuffy Doll! 



Okay, okay. We won't ban 
islands, just please don't hurt the 
stuffy doll! It's already been 
squeezed and torn apart, and we 
just don't think it could stand 
being burned at the stake. 

—The Editors 



Send us a witty, thought-provoking, or downright creative letter, 
and we may feature it as our Spotlight Letter. This concerned 
player definitely captured our attention (and our stuffy doll). 


of the coatings, your child would 
be better off chewing something 
domestic (perhaps a Rage ’ or 
Hyborian Gates card). Of 
course, it isn't advisable to 
consume any processed-paper 
product, especially one that has 
been printed upon. 

CORRECTION 

The Spiny Starfish/Unstable 
Mutation combo in issue I I’s 
“WotC Picks” is incorrect. That 


combination assumes that the 
production of a Starfish token is 
a part of the Starfish’s regenera¬ 
tion ability. However, producing 
a Starfish token is a separate 
ability that is always checked for 
at end of turn. This ability does 
not have a direct link to the 
regeneration ability; a Starfish 
token will be produced regard¬ 
less of why the Spiny regener¬ 
ated, but only if it is still in play 
at end of turn. 
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Mirage Appears on the Horizon 

ot on the heels of Alliances comes Mirage , Wizards of the Coast’s 
next expansion for Magic: The Gathering. Like the first standalone, 
Ice Age, now out of print, Mirage can be played either by itself or 
with other Magic cards; and, like Ice Age , Mirage will be printed to 
demand for one year. 

“Mirage offers cards that give the players more choices, more flexi¬ 
bility,” says the set’s co-designer and project manager, Bill Rose. 
The set introduces two new abilities to the game, phasing and 
flanking, and will be the first new Magic set to use a signifi¬ 
cantly revised version of the Magic rules. Rose also said the set 
“explores some off-color Magic,” interactions between rival col¬ 
ors (black and white, for instance). 

Slated for release by mid-October, Mirage will be sold in sixty- 
card starter decks (including land) and fifteen-card booster packs. Look for 
special coverage of Mirage, including preview cards, in the next issue of The Duelist 


CD-ROM Magic 
Imminent 

MicroProse will scxrn release 
the computer version of 
Magic: The Gathering. 
According to David Ethe- 
redge, the game’s project 
manager, the MicroProse 
game will be out by the end 
of summer. Demos have 
already been shown at Ori¬ 
gins and GenCon. 

The computer version of 
Magic begins in the magical 
world of Shandalar, where 
players build their decks. 
Players have the option of 
taking on the computer in a 
more traditional duel against 
one of approximately eighty 
preprogrammed Magic decks, 
or refining their decks using 
the game’s extensive deck¬ 
building and cataloging utility. 

While the initial release of 
the game will not include 
multiplayer options, these 
features will be available “as 
soon as we can finish it,” says 
Etheredge. The multiplayer 
add-on, which will be made 
available free of charge as 


downloads off the Internet, 

! will enable players to duel 
each other via local area net¬ 
works, modem, and direct 
serial connections. 

The release of the multi¬ 
player addition will be fol¬ 
lowed a few months later by 
the implementation of an 
online tournament and league 
system that will be run on 
multiple services, as yet unde¬ 
termined. Later next year 
MicroProse hopes to introduce 
a fully interactive online Magic 
world in which players can 
wander around and interact. 

The MicroProse Magic 
game is only being released 
for PCs and runs only on 
Windows ’95 operating sys¬ 
tem software. It requires the 
minimum Windows ’95 hard¬ 
ware configurations. Ethe¬ 
redge says there are no plans 
to port the game to the Mac¬ 
intosh operating system but 
says they might change their 
minds M if we get thousands 
and thousands ot pieces of 
mail saying, ‘Do a Mac ver¬ 
sion, we’ll buy it.’” 


BattleTech TCG 
under Development 

Scheduled for release in 
November is Wizards of the 
Coast’s fourth Deckmastcr 
game, BattleTech. The game 
is based on FAS As 
immensely popular board 
game of armored combat set 
in the thirty-first century. 


In BattleTech, players con¬ 
trol BattleMechs, humanoid 
tanks battling it out with an 
arsenal of weapons capable of 
leveling entire cities. In 
the trading card 
version of the 
game, designed 
by Magic 
creator Richard 
Garfield, cards represent indi¬ 
vidual BattleMechs, armored 
infantry, strategic locations, 
and legendary figures from 
the BattleTech universe, bat¬ 
tling to destroy an opponent’s 
life force, represented by the 
player’s deck. 

I /ike Magic, the game will 
be sold in sixty-card starter 
decks and fifteen-card boost¬ 
ers, though the starter decks 
will have a little something 
extra in them. 

Magic Grows in Asia 

A Chinese-language transla¬ 
tion (in traditional characters) 



ARENA 


Arena League Opens around the U.S. 


s for Magic:The Gathering, 
eked off in ten cities around the United 
States. Arena allows players of all skills and 
experiences to sign up and play at local retail 
stores and compete for prizes and recognition. 
Players in Arena will be able to look up their 
ratings on Wizards of the Coast s website 
(http://www.wizards.com/arena/welcome.html) and see how they 
rate compared to other Arena players locally and nationally. 

Arena participants will also receive alternative-art cards. Players 
will get one of five alternative-art lands on registering, and those who 
finish in the top three at any store will win alternative-art versions 
of Disenchant and Fireball, among other things. 

Arena is currently running at stores in Albuquerque, NM: Atlanta, 
GA; Boston, MA; Chicago, IL; Dallas,TX; Los Angeles, CA; New York 
City, NY; Philadelphia. PA; San Francisco, CA; and Seattle.WA. In Sep¬ 
tember, Arena opens in Cleveland. OH; Columbus, OH; Denver. CO; 
Detroit, Ml: Houston.TX; Miami, FL; Minneapolis, MN; Phoenix, AZ: 

San Diego, CA; and Washington, D.C.These are followed in November 
by leagues in Cincinnati, OH; Kansas City, MO; Milwaukee, Wl; Pitts¬ 
burgh, PA; Norfolk.VA; Portland, OR: Sacramento, CA; San Antonio. 
TX; St. Louis, MO; and Tampa Sl Petersburg, FL. 




BAT'TLETECH 




j 
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of Fourth Edition is scheduled to be 
released by August, and a Korean-lan¬ 
guage version is scheduled for release 
before the end of 1996. 

Magic now at 
U.S. military bases 

Wizards of the Coast now sells directly 
to the Army Air Force Exchange Service 
(AAFES), which means you can get 
Magic and other Deckmaster games at 
Army and Air Force PXs all over the 
world. If your local PX does not carry 
Magic, contact the PX manager. 

Also the Duelists’ Convocation will now 
sanction tournaments on overseas military 
bases. For more information, contact the 
DCI via email at dci@hvizards.com. 




Whispers Iron) the Bysium 


V:TES RELEASES 

The latest expansion, Ancient Hearts, has 
been extremely well received by players and 
retailers alike; in fact, weVe nearly sold out! 
The V:TES player's guide, Darkness Unveiled, is 
also out on the market, packed with game 
variants and strategy advice that all Y:TES 
players can use. 

In the works for the fall is the next Y:TES 
expansion. The $abbat. For more information, 
see p. 69. 

V:TES PLAYERS UNITE! 

Eager to play Y:TES but can't find a game? 
Check out vtes-l@wizards.com or the various 
V:TES newsgroups to find players in your 
area. If you don’t have online access, encour¬ 
age your local retail stores to help get you in 
touch with the Y:TES community by creating 
a place for players to exchange messages, find 
a pick-up game, or even develop their own 
leagues. 

Players in the Seattle area can join in the 
jyhad at the brand-new Wizards of the Coast 
Official Tournament Center in Renton, Wash¬ 
ington. Not only are TCGs played at the tour¬ 
nament center, but you can find networked 
computer gaming, arcade gaming, and home 
electronic gaming there as well. Once a week, 
the tournament center hosts a Netrunner/ 
Y:TES Day, where you’ll find open gaming and 
various tournaments for both TCGs. 

—Shazun F. Carnes 


The Word From HQ 

The Real Runs Begin... 

Been kicking the silicon out of your opponents with your pair of perfect 
Netrunner decks? Perhaps a little structure is all you need to attract some new 
victims...er, competitors. Good news! Official tournament rules for both sealed- 
deck and constructed-deck Netrunner tournaments are now available on the 
Netrunner home page on the official Wizards of the Coast website. Or, contact 
Wizards of the Coast Customer Service at (206) 624-0933. 

The Die’s the Limit 

It seems like there just isn’t enough Netrunner to go 
around! To help solve this problem, were releasing an 
unlimited edition of the game, Netrunner v. 2.0, late 
this summer. While we’re at it, we’re clarifying some 
rules, tweaking some card-text wording, changing some 
card art, and adding nearly fifty' new pieces of flavor 
text to the set. The color of the Netrunner border won’t 
change; rather, that gleaming silver will be overlaid with 
a jazzy circuitry pattern. We think this set looks even 
cooler than the limited print run! 

If you have a burning rules or wording question and you don’t want to wait 
until the unlimited edition clears it up, be sure to read the official Netrunner 
Frequently Asked Questions list on p. 65. You can also obtain the latest edition 
of the FAQJfom the our website or from Customer Service. 

Webrunner Agenda Exposed 

Webrunner: The Hidden Agenda, the online Netrunner contest, was a rabid 
success. More than 6900 people participated in the contest, and over 130 prizes 
were given away! Heiji Horde of Portland, Oregon, scored the grand prize, which 
included a hot laptop computer, a complete set of Cyberpunk 2020 books (cour¬ 
tesy of R. Talsorian Games) and, of course, some Netrunner. Richard Chaput of 
Calgary, Alberta, Fabrice Timmermans of Brussels, Belgium, Greg Belfor of 
Arvada, Colorado, Ken Williams of Ithaca, New York, and Amy Ulen of 
Moscow, Idaho, were the five second-prize winners; each received a 28.8 baud 
modem to help them crash corporate data forts more efficiently. 

If you missed Webrunner but would like to see what all the fuss was about, 
you’re in luck. The contest is officially over, but we’ve restructured Webrunner 
and made it available on our website as a game, so now you can run on the 
Futokora Corporation all you want. But be warned: since the runners got all of 
the glory last time, upper management at Futokora is pretty' ticked and looking 
to exact revenge. Look for Webrunner 2:The Forbidden Code on the Wizards 
of the Coast website in August. 

NetSpace Is Expanding 

The Futokora Corporation will also play a role in Proteus , the first expansion set 
for Netrunner. This 150-or-so-card expansion focuses on a rediscovered technol 
ogy of frightening power (the “Proteus algorithm”), which is the impetus for a 
new generation of self-modifying varieties of ice and icebreakers that have 
wreaked havoc on the cyberworld and plummeted it into a virtual war. Proteus 
will be sold in fifteen-card boosters of mixed Corp and Runner cards, which will 
retail for $2.95. See the preview on p. 59 for the real dirt on this exciting addi¬ 
tion to Netrunner, coming early this fall. —Kevin Maples , Netrunner mole 
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by Murk Rosewater, who continues to risk his job to reveal thefuture ofMagic 


Jamuraa, the Merrier 

ebster's Unabridged 
Dictionary defines a » *v ■ — - 
“mirage” as “something 

without substance.*' Well, Webster might have to 
revisit the entry' after he gets a look at Mirage , the stand¬ 
alone expansion for Magic due out late this September. 

This new set of over three hundred cards serves as an excel¬ 
lent follow-up to the success of Alliances . I don't want to 
give too much away, hut the following cards do appear in 
the expansion. (No, really. I swear.) 

* A 12/12 artifact trampler with a casting cost of 1 

+ A O-casting cost artifact that provides three mana of 
any one color 

* A red sorcery that provides an extra turn 

+ A green creature that can come into play as a 7/7 with 
no upkeep for only four mana 

All this and two new creature abilities (phasing mdplanking). 
Someone’s going to have to talk to this Webster guy. 


Invitation Only 

Football has the Pro Bowl. Major league baseball has the All-Star 
Game. What about Magic? I am proud to announce the Duelist Invi¬ 
tational. Early next year, sixteen of the world’s best Magic players 
will be flown to an as-yet-unnamed cool spot to compete in the 
ultimate Magic tournament. During three days of intense competi¬ 
tion, each player will come face-to-face with each of the other invi¬ 
tees. Every round will be a surprise as the players prove their 
mettle in every format known to the game. To the victor goes the 
bragging rights. Watch future Duelists for more information. 

Pacific Coast Legend 

While attending Mana Fest, a game convention held last June in 
San Francisco, Mark Justice (1995 U.S. National Magic Cham¬ 
pion) won the $1000 Pacific Coast Championship for the game 
Wvvcrn. What makes this feat especially impressive is the fact 
that Justice had never laid hands on the game until seven hours 
before the tournament began! “Its basically Stratego with Giant 
Growths,” explains Justice. “Once I figured that out, it was sim¬ 
ply a matter of applying the skills 1 learned in Magic.” 



Ch...Ch...Ch...Changes 

A question I get asked all the time is how much 
a card changes through playtesting. The answer 
is “not much and a lot.” Some cards fly 
through the playtesting process with¬ 
out so much as a blink while others 
get completely reworked. To give you an 
idea of what kinds of changes can happen, I 
thought I’d show you a few of the playtest ver¬ 
sions of Alliances cards together with their final 
text and briefly explain why each was changed. 



KAYSA 

Playtest Version: “All green creatures you control 
get +1/+1. All other green creatures get -1/-1.” 

It was felt that it was out of flavor for green to be killing 
creatures; thus: 

Final Version: “All green creatures you control 
get +1/+1.” 

DEATH SPARK 

Playtest Version: “ 0 : Return Death Spark from 
vour graveyard to your hand. iJse this ability only 
at the end of your upkeep and only when Death 
Spark is in your graveyard with at least one crea¬ 
ture card above it." 

Death Spark received more playtesting than any card other 
than Time Arc. When the playtest version was broken by 
several of the developers, a cost was added to get the card 
back. As this didn’t prove enough, a stricter requirement 
(having to be directly underneath a creature) for retrieval 
was also added. 

Final Version: “At the end of your upkeep, it Death 


Spark is in your graveyard 
with a creature card directly 
above it, you may pay 1 to 
put Death Spark into 
your hand.” 

LAKE OF THE DEAD 
Playtest Version: “ 1 : Sacrifice 
a swamp to add TTT to your 
mana pool.” 

We knew we had a problem when William (one of the 
developers) started casting twenty-plus Drain Lifes. 

Final Version: Sacrifice a swamp to add 

# to your mana pool.” 

LODESTONE BAUBLE 

Playtest Version: “ 1 , ♦: Sacrifice Gusthas Plough 
[playtest name] to put any number of target lands 
from target players graveyard on top of his or her 
library in any order.” 

Playtesters broke the card by combining it with Strip Mine, 
prompting this revision: 

Final Version: “ 1 , ♦: Sacrifice Lodestone Bauble to 
put up to four target basic lands from any players 
graveyard on top of his or her library in any order.” 

Playtesting produced other, smaller, changes: 

Deadly Insects statistics went from 7/1 to 6/1; 
Gorilla Shaman’s activation went from x x to 
XXI; Soldevi Diggers activation went from 
1 to 2 ; and Storm Cauldron’s casting cost 
went from 3 to 5 . 


MONKEYING 

AROUND 


Last issue I revealed 
that Phelddagrif 
isn’t the only ana- 
grammed Alliances 
card title. To find the 
other anagram, 
remember the hid¬ 
den theme that the 
designers and devel¬ 
opers snuck into 
the set: gorillas. 
Rearrange “gorillas” 
and you get “Sol 
Grail.” Can you tell 
that artist Christo¬ 
pher Rush was in 
on the joke? 
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by Ph il Foglio 



THEN CITING- CPl us &o our for models. 


fi LOT OF PEOPLE ASK 1 uHAT IT'S LIKE TO BE ft MP£tC rM 

Artist, when pi new expansion is to be assigned, 
all the potential artists ape parachuted into 

THE CAN AVI AN WILDERNESS WITH MOWING BUT A 
5P00AJ. ASSIGNMENTS ARE MADE ACCORDING- TO 
HOW LON6 IT TAKES THEM To &ET BACK. 


Do you HAVE ANY PRC 0 LLAS V0RKING- WITH 
ELVES, TROLLS, FAIRIES, MtMOTAURS, prf 
VJITARVS, MERFOLK, WEREWOLVES, rnA 
VAAtmeS,-ZOMBIES, OR ARTISTS 


REAL artists? 


HEvr 'iron mu' 

SHULERf YOU'RE 
FIRST IN AGAIN! 


HOUIPY. BROUGHTY meft! MV\ 

You Folks a ] with fi new 
Moose. THEM'SJ RECORD-'FIVE 
60 OV EATIN'. V VMS, SEVENTEEN 
MINUTES' YOU 

■FlHi get twenty 
W>- \ \ carts, m one 

\XM6RE Toil ~ncJ 


Cl\tK\ 


Then you have to took time with the mrc. 

SPECIAL EFFECTS TEAM. 


SOMETIMES ARTISTS ARE FLOWN OUT TO W.O.T.C.-S 
PRIVATELY OWNED ‘MONSTER ISLAND) WHERE THE 
FRIENPLY STAFF OF MAV SCIENTISTS HELP SELECT 

NON - Human models. „_ 


OKAY- YOU WANT THIS HORDE OF ZOMBIES, 
CARRYING SWORDS NAVE OUT OF LIGHTNtNOr, 
TO BE ERUPTING OUT oF A VOLCANO, 
RIDING VRAGOAJS MADE OUT OF LAVA... 


f NEAT, HUH? WE'RE 
' PLANNING A WHOLE 
EXPANSION AROUND 
THOSE SUCKERS-' . 


NEXT THURSDAY qkAY? 


yes. Butt want the 
LAVA TO ?>€ BLUE. 


COOA... 

tricky. 


EXCEPT WE HAVE n PAY BACK ALL 
OF OUR EXPENSES... 


mu YOU PUT IT ALL TOGETHER. 
/wr PAINT IT 


OKAY... HOW MANY 


'AU.RI&H rYouZomtt 

SToPJWriMt’Lca*? 


Airfare to Canada 

(one way) $ 2,000.00 

Parachute $ 1,300.00 

Airfare to Monster Is. 

(round trip)$ 6,000.00 
Monster Rental $15,000.00 

Monster Chow $17,500.00 

Shipping $12,000.00 

Model Rental $ 3,700.00 

Model Chow $ 750.00 

Costumes $ 4,000.00 

Special Effects $15,000.00 

Computer Time $ 8,500.00 


HEY-Z GOT > 

LOST, OKAY?' 


HHJU- U£VT 
HEARD THAT, 
BEFORE' r 


ITS A PRETTY &00PJD5, OVERALL, 




-pm 

'*§il 
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(319) 338-0086 
Fax (319)338-1663 


Tl IK 

WIZARDS MKJYir 


To receive any four items from The Wizards Menubar only $29.95 
(shipping included; international orders add $5.00 US), mark your 
choices below, and fill out your order information, or mail a photocopy of 
this page to Iguana's. As an added bonus, if you order before October 
31, receive a fifth choice from the menu absolutely FREE. 


krje" cmKiter 
I Ittfcw Bark" pack 

1 Arab™ Higktf ancwnmcn 

2 Mpfca McoaKno«s 
T« Legends" commws 
Arwa t Scwars of E stark 
4 Homelands" packs 

1 Legends txpansm wkmm«m 

11 Antn’HfUes' cmumvns 
4 fennh Ediooa" rarw 

12 McnnmoiK (mixed sets) 

2 Ice Age" blasters 

12 fourth Edam" mcommoas 
Lift beads witk bat 
7 Eaten Empires" packs 

1 German Magic' pack 

4 iff rxri 

2 Ckrmdes" pacta 

11 Alpha cenMORS 

1 french Magic pack 

3 Star Wars rares 

2 foank Edhm pacta 

igraa's T-shirt (avail, m L I XL) 

IS Bark camions 
75 cmwkms 4mixed sets) 

12 ke Age mcomrors 
I Antiqeitm mcmmhm 
M agic Surprise 

SI.N tr greater value 
I Middle-earth' bmited boaster 
Ganiag Surprise 
$18.60 or greater rah* 


□ 41. 

□ 42. 

□ 44. 

□ 45. 

n 44. 

n 47 


□ H. 
O 51. 
O 52. 
n 53. 


□ 42. 
n 53. 


I Spanish Magic pack 
Pack of 109 deck-prattctar sleeves 
(ceants as two dieKesI 

1 Magic Kovel 

3 Magic Comics 

2 Alliances" booster packs 

Dice assortment (4, 4, 8, 10. 12, 20) 

1 Out-ef-prat oncernmcv from 8 erisef 
200 Soft card sleeves 

20 Foreign Magic cMums 
S Foreign Magic ancamms 

2 Foreign Magk rates 

4 Magic rares four choice) 

Wradseeker Centaur (corns as twe dmces) 

Baron Seng r jemnts as tm choices) 

2 Middle-earth: The Dragoos booster pacta 
2 Middle-earth batted rares 
2 Star Wars oahtwted booster packs 
2 Star Wars: A New Hope ” booster packs 
I booster from The Bark (counts as two choices) 
Mastering Magic Cards reference bock 

1 counts as two choices) 

2 Netrunner” booster packs 

2 Wildstorms: Conflicts bonsier pacta 
Cnrrent issue of The Mist" (no repnests) 

Cnrrent issue of Serge" (no reqnests) 

Cnrrent issue of Itxpest" (no requests) 

2 rares and 4 nncow nio ns from Alliances 
12 HcmHamfs tmconwMos 
4 Homelands rares 


Please order by number. Each item may be picked only once per order. Iguana's 
selects all cards contained in the menu's single-card, multi-card, and surprise 
assortments. Item is 40.52.53. 58, and 59 count as tuny choices. 


__Ph< **}• . 


Sk,\aiuke ____ 

MmsxH* WWMkNi □ Visa 11 MC n Discover □ Check Money order 


CO/AiC £>CO\CCrft 

123 N. Unn St, #1-A • Iowa City, IA 52245 
Phone: (319) 338-0086 

Monday-Saturday 11-6 CST • Sunday 1-4 CST 


»■ •< : » *» > n -V '?*• !*c - > ' r*tr * 

Magk: The Gathering 


* ot Visit IGUANA’S web page 

http://www.iguanas-cbc.com 


Email: cards@iguanas-cbc.com 


m CARRY 


All out-of-print Magic: Alpha Beta Unlimited'*, Revised, 
Fourth Edition, Arabian Nights*, Antiquities, The Dark, Legends, 
ke Age, Fallen Empires, Homelands, and Alliances. 


Pre-order the next Magic expansion, 
Mirage ", due in October. Limited supply 
available on first shipment. Call now to 
reserve your boxes from the 
world leader in Magic, Iguana’s. 


UPCOMING TOURNAMENTS 
IN AUGUST, SEPTEMBER, AND OCTOBER. 

• join extreme Magk players from all over the world • 

CmU fortxfo nito register 

Saturday, August 24tk— Type 1 with thousands in prizes, including a $2,5(X) 
first prize, Japanese sealed deck, and many more. 

Sunday, August 25th—Ine Age k Alliances sealed deck pro-qualifier tor 
Atlanta. Iguana's has cutting-edge prize packages that include travel, cash, 
and mom. 

Saturday, Septwher 21st—Ice Age k Alliances constructed pnvqualifier for 
Dallas—why travel to Iowa City for this one? Because' the winner receives a 
one-year tournament sponsorship from Iguana's valued at over $500, plus 
all the other regular goodies. Not to mention you can stay at our host hotel 
and play in the pre-release Mirage tourney tm Sunday. 

Sunday. Sqrtember 22nd— Mirage pre-release tournament. Witness the* coining 
of the* newest Magic stand-akme expansion. 

Saturday. October 12th— Type II extreme speed tournament. You're* in for a 
blazing good time. No cry-babies allowed!! Call for info...if you dare. PS. If 
you fly in or drive more* than 360 miles* for this weekend of tourneys, vtHi 
will receive free entry into the Type II tournament. 

Sunday, (M&r 13fh—Ice Age & Alliances pro-qualifier for Dallas. If you 
missed the* first one, get ready for your last chance to go to Dallas. 

*(VW with nt/ki Jmrr s hentv 
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'onveone 



The one who deserves a few Lightning Bolts and a couple of poison counters. 
RIVALS is the perfect gift for someone who has nothing. Simple, yet elegant, 
this Quick Start' M set is a great way to let your pal in on the action. It includes 
two customized decks you can play right out of the box, and instruction guides 
designed to make learning Magic as easy as possible. 


Bring some new meat to the table. Hook a friend on Magic. 

RIVALS— for a game, for a lifetime. 



Wizards of the Coast Customer Service: (206) 624-0933. 

www.wizards.com 



©1996 Wizards of the Coast. Inc. Wi/ato, Of Coasi. Magic: The Gathering and Quick Stan sets are trademarks of W, zards of the Coast. Inc 














IWhat’s 
| Inside 

§ 17 VYOTC PICKS 

Great combos for Sealed-Deck 
tournaments 

19 HOUSE RULES 

by AUe S&ott 

Maybe you can draft blueprints, 
but can you draft Magic? 






21 KEY PLAYS 

Tapping the wrong land with an 
ky can cost you the game. 

21 8MGLE-CARD 
STRATEGIES 

by Jeff Frmzmcn 

Return to Canticle's tower to 

study the intricacies of three 

magical lands. 

tZ LIBRARY OF LENG 

Verduran Enchantress may look 
meek and mild, but don't under¬ 
estimate her powers. 

22 RUNNING THE NUMBERS 

find out what cards and deck 
types were popular at two 
championships. 

24 SPOTLIGHT ON: 

NEUTRAL GROUND 

by Rob Haim 

Learn why Neutral 

Ground has become the 

place to play. ■ 

28 RULINGS & ERRATA ^ 

Up-to-date rulings on 
Pyrokinesis, Diminishing 
Returns, and more 

27 ON THE LINE WITH 
CU8T0MER SERVICE 

Wizards of the Coast's Cus¬ 
tomer Service predicts your 
questions before you even ask. 

28 TOURNAMENT NEWS 

The latest DCI news straight 
from the source 


-■‘•I . 


by Qxritc Ccino ond Henry Siern 

This issue; reconstructive surgery 
on a blue/biack discard deck 

12 ALLIANCES FAQ 

Get answers to questions 
about the most recent Magic 

expansion 


WotC Picks 


I his issue’s card combinations are for play in limited environments, that is, 
Sealed Deck, league, continuous draft, and Booster Draft.Though you may not 
choose these combinations for your constructed decks, they’re quite effective 
when you’re only working with a few cards. 


H 


Amor Haddocks prides 
hbnsdf on doing fanusy 
art that emerges from 
JS&: Original concepts, and he 
looks forward to work 
pi big in the TCG. computer 
game, and motion 
picture industries 


Norritt 

This common Ice Age imp 
forces one of your opponents 
non-wall creatures to attack 
or else be destroyed (a useful 
ability indeed in creature- 
heavy environ¬ 
ments); you can 
turn its ability 
into a killing 
blow by finding 
some way to tap 
your opponents 
creature (thus 
preventing it 
from attack¬ 
ing) and then 
use Norritt s special ability. 
For example, creatures 
assigned to block Homelands' s 
Labyrinth Minotaur do not 
untap during their controller’s 
next untap phase. In Fourth 
Edition , Flood can tap 
multiple nonflying creatures, 
Twiddle can tap any creature, 
and Word of Binding taps X 
number of target creatures 
(with X being whatever 
you pay as part 
of the casting 
cost). Ray of 
Command from 
Ice Age lets you 
untap and take 
control of one of 
your opponent’s 
creatures; combined 
with Norritt s ability, 


you can use Ray of Command 
during upkeep (before the 
creature has a chance to 
attack) and hang on to it until 
it’s destroyed at the end of the 
turn. Enervate, also from Ice 
Age , works like Twiddle but 
doesn’t end up costing you a 
card. You may even be lucky 
enough to see good old Icy 
Manipulator or even Magus 
of the Unseen, which can act 
as a reusable Ray of Com¬ 
mand for artifact creatures. 
You can also use Norritt and 
direct damage to destroy those 
pesky regenerating creatures: 
hit a regenerator with a Light¬ 
ning Bolt, forcing it to regen¬ 
erate and tap, and then follow 
up with Norritt s ability 

Dwarven Warriors 

You’re more likely to see 
Dwarven Warriors than 
Tawnos s Wand in a limited- 
play environment, but both 
serve basically the same func¬ 
tion: to make a creature 
with power no greater 
than 2 unblockable. 
There are lots of 
pumpable creatures 
that you’re likely to 
see in a sealed 
deck or booster. 
For example, 
Fourth Edition 
has Frozen Shade, 


which can pump itself, and 
Firebreathing, which can 
pump any creature. And don’t 
forget all those "saboteurs” 
that have an extra punch 
beyond just damage, like 
poison creatures, Murk 
Dwellers, Hypnotic Specter, 
and Mindstab ThrulL 

Balduvian War-Makers 
and Gorilla War Cry 

Balduvian War-Makers, a 3/3 
red creature with rampage: 1 
from Alliances , can attack the 
turn it comes into play on 
your side. Of course, 
to get that rampage 
bonus, the War- 


Makers need to be blocked by 
more than one creature, and 
that’s when Gorilla War Cry 
is helpful. This instant from 
Alliances says attacking crea¬ 
tures cannot be blocked by 
only one creature this turn. 
Gorilla War Crv has the 
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added bonus of letting you 
draw a card at the 
beginning of the next 
turns upkeep. 


Blood Lust and 
Prodigal Sorcerer 

As an instant, 

Blood Lust is 
excellent for unex¬ 
pectedly 
increasing your 
creatures 
power—as long 
as you don’t mind 
the creature s 
toughness being 
reduced by -4. But 
another less obvious 
use for it is to play it 
on your opponents 
creature, bringing it into 
range so your Prodigal 
Sorcerer can finish it off. 

Immolation and 
Lightning Bolt 

Unlike Blood Lust, Immola¬ 
tion can kill a creature out¬ 
right. But watch out. 
Immolation is a creature 
enchantment, not an instant, 


so you could get stuck being 
attacked by an Immolated 
creature if you’re 
not careful. If 
you need more 
than one card 
to destroy the 
creature (a 
Lightning Bolt, 
for instance), 
remember to 
Lightning Bolt 
before finishing the 
creature off with 
Immolation in case 
your opponent is 
able to prevent 
the damage 
before the crea¬ 
ture dies. 

Bestial Fury and Lure 

Bestial Fury is a red creature 
enchantment from Alliances 
that gives trample and +4/+0 
until end of turn to an attack¬ 
ing, blocked creature. Most 
likely, your opponent isn’t 
going to block a creature 
enchanted with Bestial 
Fury—unless, of course, you 
also have Lure on the crea- 


WotC 

Tricks 


“Time gives good 
advice.” 

-Mo/tese pr&erb 




I ell, time may 
give good 
advice, but 
“WotC Tricks” gives good 
advice on timing, and the 
more you understand its 
intricacies, the better your 
strategic play will be. These 
timing maneuvers may help 
you realize possibilities 
you’d never before 
imagined. 


HAGS VERSUS CLERIC 
Sometimes that blasted 
Samite Healer can seem 
impossible to kill, especially 
with Prodigal Sorcerer. But it 
can be done, and you don’t 
need two Tims to do it. Sim¬ 
ply wait until the end of your 
opponent’s turn to poke 
Samite Healer; most likely, 
your opponent will tap it to 
heal itself. Then, on your turn, 
untap your Prodigal and poke 
the Healer again, destroying it 
if your opponent has no other 
way to prevent damage. 

TWIDDLE HE THIS... 
Remember, blocking creatures 
that become tapped deal 
no damage, so try playing 
Twiddle after your opponent 
declares blocking. For example, 


ture. If you’re desperate to kill 
your opponent’s creature or if 
you just want to make a fancy 
move, you can put Bestial 
Fury on your opponents crea¬ 
ture, block it when it attacks 
(thus giving it +4/+0), and 
then cast Reprisal from 
Alliances , which buries a tar¬ 
get creature with power 4 or 
greater. Because Reprisal is an 
instant, the attacking creature 
won’t deal its damage. 


remove a creature in your 
graveyard from the game and 
tap 2 d to create a 3/1 
Graveborn token. The token 
can attack the turn it comes 
into play, but it s buried at the 
end of the turn. Also from 
Alliances, Casting of Bones is 
an enchant creature that 
allows you to draw three 
cards, keeping two, if the 
enchanted creature goes to 
the graveyard. Enchant the 
Graveborn token with Cast¬ 



if you have a 3/3 Hill Giant 
that is blocked by a 3/3 Phan¬ 
tom Monster, you can Twiddle 
the Phantom Monster before 
it deals its damage. The Mon¬ 
ster takes lethal damage 
while the Hill Giant survives 
for the next battle. 

STRIP AND TAX 
This timing trick was played 
during the semifinals of the 
1995 Magic World Champi¬ 
onships. Marc Hernandez had 
the same number of lands 
out as his opponent, Henry 
Stern. One of his lands was a 
Strip Mine, and he also had 
Land Tax in play. He tapped 
his Strip Mine to destroy one 
of Stern’s lands. Then, in 
response to the activation of 
the Strip Mine, Hernandez 


“WotC Picks & Tricks" was compiled by 
M^kxiyAkier. with contributions from 
Mark Rosewater. 8il Rose. Garon 
Galloway, Mike Siott. and Dan CervdS. 


Martyrdom and a 
Regenerating Creature 

Martyrdom is a white instant 
from Alliances that, until end 
of turn, lets you redirect any 
amount of damage to a 
creature you control. 

Limited environments are 
usually full of regenerators 
capable of soaking up 
damage for a turn. 


Balduvian Dead and 
Casting of Bones 

Here’s a quick way to 
gain an extra card. Bal¬ 
duvian Dead is a 2/3 creature 
from Alliances that lets you 


ing of Bones, and since it’s 
buried at the end of the turn, 
you'll get your extra cards 
without having to wait for 
your opponent to destroy 

your creature. 




used his 
Land Tax. 

Since the sacrifice of the 
Strip Mine happened immedi¬ 
ately but the destruction of 
Stern’s land had not yet 
occurred (the destruction 
doesn't occur until the reso¬ 
lution of the effect), Hernan¬ 
dez was able to successfully 
use his Land Tax. Once he’d 
retrieved his three basic 
lands, the batch concluded 
and the Strip Mine effect 
occurred, destroying Stern’s 
land and balancing out their 
number of lands once again. 
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ILLUSTRATION BY ANSON HADDOCKS 




by Mike Elliott 


House Rules 


Catching the Draft 


D rafting is a 

variation of the 
Sealed-Deck for¬ 
mat. But instead 
of limiting players to 
what they get in a 
starter deck and a cou¬ 
ple of boosters, it lets 
players choose cards 
from a large pool. Draft¬ 
ing forces you to scruti¬ 
nize every card. It also 
levels the playing field 
because with all players 
drawing from the same 
pool of cards, the distri¬ 
bution of good play 
cards is spread evenly. 

In draft format, both 
players shuffle a set 
number of cards 
together into one pile 
and select cards using 
one of many formats 
(see right). When all 
cards have been drafted, 
players strip (remove 
cards not being played 
with) and add any basic 
lands to create a deck of 
forty-plus cards. Gener¬ 
ally, each player should 
have thirty-one to forty- 
six cards available for 
the draft, with thirty- 
one to thirty-eight cards 
being ideal. For most 
variants, the number of 
cards should be divisible 
by four due to the 
mechanics of drafting. 


TWO-PLAYER FORMATS 

With some adjustment to the rules, you can draft 
all of these formats except Solomon with more 
than two players. 

Rochester* Flip up four cards from the pile. 

The first player selects one card; then the second 
player selects two cards, and the first player gets 
the remaining card. Continue this process with 
players alternating who selects the first card. You 
can also play this variant as Blind Rochester with 
players secretly choosing their cards. 

Solomon* Flip cards up in groups of eight or 
six. The first player divides the cards in any way he 
or she chooses into two piles; the piles do not need 
to have an equal number of cards. The second 
player selects a pile, giving the other pile to the first player. Players 
alternate dividing and selecting. 

Monte Carlo* Label tags from two to twelve and place them on 
the table with a card from the main pile face up on each number. The 
first player rolls two dice, takes the card or cards on the number rolled, 
and then passes the dice to the opponent. Each player may choose to 
reroll up to two times. After each roll, add a card from the main pile to 
the tag with the number rolled. After the main pile is depleted, the 
numbered piles will become vacant. When this happens, take the cards 
on the next closest pile to tag number seven. If pile number nine is the 
only vacant pile, for example, and you roll a nine, take the cards on 
number eight, since its the closest nonvacant number to seven. Like¬ 
wise, if tags four and five are vacant and you roll a four, take the cards 
on number six, since it s the next closest number to seven. 

MULTIPLAYER FORMATS 

In mulitplayer drafting formats, actual play is still one-on-one. 

Booster Draft* Players sit in a circle. Each player starts with a 
booster or a randomly selected set number of cards (a “mock booster”). 
Players select one card from each booster and then pass the cards to the 
next player. When players have drafted all the cards from the booster, 
repeat this process with a new booster, switching the direction of 
the passing. 

Backdraf t* Backdraft is similar to Booster Draft but with an 
interesting twist: you want to draft the worst cards possible since you will 
be playing against your own drafted cards. When you’ve finished draft¬ 
ing, determine your opponent and swap cards. Strip and add land to 
create a deck of forty-plus cards. Each player then takes back his or her 
original cards, plays, and moves on to the next opponent to draft again. 

Mini-Master* Each player starts with only one fifteen-card booster 
or mock booster. After drafting, players add any amount of basic land and 
then play without first stripping the deck The winner of each round com¬ 
bines his or her cards with the loser s and continues to the next round. 
Stripping is permitted starting with the second round; minimum deck 
size is thirty cards in the second round and forty cards thereafter. 



Drafting 

Tips 


r Decide early in the 
draft what colors you 
want to concentrate 
on. Draft in these 
colors if you have 
a choice. 

r In general, pick the 
best available card; 
your opponent will 
use it against you if 
you do not pick it. 

** Choose creatures with 
evasion abilities like 
flying and landwalk¬ 
ing in the colors you 
are drafting. 

f Play with at least 
forty percent land 
cards; play more land 
if you have more 
colors. 

r Make sure you have 
plenty of creatures 
(fourteen to twenty 
in a forty-card deck). 

r X spells that deal 
damage are almost 
always worth playing. 

r Learn the discipline 
of playing with forty 
cards. Don’t play with 
more cards than 
necessary. 


THE DUELIST SEPTEMBER 1996 19 












CARD CATALOGING SOFTWARE 



Search and sort by virtually anything, 
including casting cost, power/toughness, 
and card text 

Save and print customized deck views 


Import price lists from Scrye” and others 
Search for banned or restricted 
tournament cards 
Export to HTML or text 






















































Key Plays 

Y ou've been there. You'refidgeting with your cards in the 

middle of a critical match. You count and recount your oppo¬ 
nent's lands , trying to remember what he's cast and what's 
potentially still left in his library. Can he Power Sink me or 
cant he? How many turns till I get “decked”? 

The game drags on until it happens—one of you makes a key play. 
Sometimes it's a crucial error ; like a spell cast too soon or a miscalcu¬ 
lated declaration of blockers. Sometimes it's just a shrewd maneuver, 
like a well-played bluff or an obscure timing trick. Whatever the 
case , that key play tips the balance and decides the game, and it's all 
yourfriends talk aboutfor the rest of the tournament. 

This issue's “Key Play” comes to us from the first Magic Professional 
Tournament , held in New York earlier this year. 


Single-Card Strategies 

JEFF FRANZMANN 

In the rooftop obser¬ 
vatory of Canticle’s 
Tower, charts, tables, 
and scrolls compete 
for space. In the cen¬ 
ter of the room, a 
small table has been 
cleared, making space 
for the aged, weather- 
stained map spread 
atop. A small trail of ink spiders over its 
surface, beginning at a small red dot. Set in 
the midst of a mountain range, the dot 
clearly marks a Glacial Chasm. 



Mistaken Manipulation 



Bertrand Lestree and Michael Loconto 
were facing off in the finals of the first 
Magic Professional Tournament. Both 
knew that Lestree’s Erhnam Djinn- 
Armageddon deck would be miner able 
against Loconto’s tight blue-white 
control-Millstone deck until the second 
game, when Lestree would have a 
chance to use his sideboard. Lestree 
actually predicted that he had only a 
thirty-percent chance of winning the 
first game in the series. Early on, 
though, his chances rose dramatically 
as Loconto made what he would later 
describe as a “major, major, rookie 
mistake.” 

With four lands, an Ivory Tower, a 
Mishras Factory’, and an Icy Manipula¬ 
tor, Loconto’s position was secure. 
Lestree also had an Ivory Tower, as 
well 


(two forests and one plains). Just after 
he brought out the Icy, Loconto used it 
during Lestree’s upkeep to shut down 
one of his lands. Loconto made a criti¬ 
cal error, though, by tapping one of 
Lestree’s forests instead of his plains, 
which, while keeping Lestree from cast¬ 
ing any spells requiring ♦♦ (such as his 
Whirling Dervish), left Loconto wide 
open to any spells requiring just 
Sure enough, during Lestree’s main 
phase, he used the plains and the 
untapped forest to cast Balance and 
then sacrificed all of his land to the 
Zuran Orb. The Balance forced Loconto 
to lose all of his land, including his 
Mishras Factor) 7 , and he never recov¬ 
ered, giving Lestree the game. Although 
Loconto ultimately won the title, what 
could have been a sweep turned into a 
grueling, drawn-out match. 


If you see or hear about a 
play that makes you shake 
your head, whether in 
disbelief or pity , tell us 
about it at “Key PlaySy " 
c/o The Duelist, P.O. 
Box 707, Renton , 
WA 98057-0707y or 

at duefist@wizards.com. 


T he power of Glacial Chasm (an 
uncommon card from Ice 
Age “) is considerable, for this 
land reduces all damage done to you 
to 0. However, besides having to pay a 
cumulative upkeep cost of 2 life, you 
must sacrifice a land when Glacial 
Chasm is brought into play, and you 
cannot attack while it’s in play. 

With careful consideration you can 
circumvent some of Glacial Chasm's 
rather harsh side effects. To avoid its 
cumulative upkeep, for example, use 
Hallowed Ground to bounce it back 
into your hand at the end of your 
opponent's turn. You can also bal¬ 
ance the loss of life it causes with 
spells and artifacts like Zuran Orb, 
Drain Life, and Soul Burn. Soul Burn 
and Drain Life are probably the best 
candidates because they allow you 
to damage your opponent while you 
gain life. 

If you know your opponent is going 
to kill you in the next turn, keep the 
Chasm in your hand and then launch 
an all-out attack, one that your 
opponent may, in part, let through 
in anticipation of your “inevitable 
defeat.'* Only after you've attacked 
should you play Glacial Chasm. And 
though you can't attack while it's in 
play, you can certainly use spells like 
Lightning Bolt and Fireball. In fact, 
direct damage in the form of Hurri¬ 
cane and Earthquake is ideal with 
the Chasm because your opponent 
and his or her creatures will be 
destroyed, while you remain safe 
from damage. 
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From the Library of Leng 


Verduran Enchantress 




SHE WALKS WITH 
GENTLE GRACE 

V erdura, a large beautiful island in the southern 

Domains, is covered with lush primeval forests and 
expansive woodlands and is home to the group of 
women known as the Verduran Enchantresses. 

The small villages where the Verduran Enchantresses 
live have little need for walls or protective measures. The 
inhabitants of Verdura, mostly female, originated from all 
over Dominaria. Males live in the trading villages on the 
northern sea coast and are forbidden to journey inland 
upon threat of death. 

Most of the women who live here have devoted their 
lives to the avatar of Verdura, a decidedly female entity 
of great power and age whose true name is known only 
to those sworn to the Verduran Order. Those who walk 
with gentle grace upon Verdura s soil are welcome, but 
males and those who seek violence or plunder inevitably 
meet great resistance from the owners of the island, 
competent spellcasters all. 

To the wizards and occasional planeswalkers who fre¬ 
quent Dominaria, the Verduran Enchantresses are known 
best as an order of female wizards and enchantresses who 
specialize in harnessing the energies of enchantment and 
transformation. Occasionally, these women are hired as 
mercenaries, but they come at a high 
price and are usually paid in land 
and holdings. Those who “summon” 
the enchantresses and force them to 
work against their will should 
beware the wrath of the avatar of 
Verdura and of the Verduran Order. 

—Scott Hungerford 

AN 

ENCHANTING 
DECK 

This deck, called “The Big Combo,” 
develops slowly, building to a fren¬ 
zied pace of enchantments and crea¬ 
tures. The key to the deck’s speed 
comes from having Verduran 
Enchantress and Sylvan Library in 
play. Later on, you can increase the 

power and toughness of your creatures with Aspect of Wolf 
and continue to pummel away. The deck also has several 
nice card combinations: Gorilla Berserkers and Lure; Whip 
Vine and Regeneration; Yavimaya Ancients and Carapace 
or Web; Lure, Venom, and any creature; and Rabid Wom¬ 
bat and a zillion enchantments. —-Jon Wilkie 



PA?NTBRUSH 

Verduran Enchantress was one of only four illustrations 
I did for the original Magic: The Gathering set. I was 
given a long list of cards that gave very little description, 
and I chose what was originally titled Nature Enchantress 
but later became Verduran Enchantress; even though the 
description for the card was vague, it still excited my imagi¬ 
nation, and I thought it had interesting possibilities visually. 

I wanted to do something different from anything I had 
seen before—not an enchantress merely throwing spells at 
nature, but rather one becoming a part of nature. She is in 
control of everything within the picture, her hair and body 
forming the frame and encompassing the forest beyond, her 
hand manipulating the rose. At the same time, she is also 
entwined by her environment, her hair windblown and 
sprouting flowers, her fingers becoming the vines of the 
rose, which is the center of her attention. Has she been 
picking flowers magically, drawing some sort of energy 
from them, or is she in the process of creating? 

From an artistic standpoint, I most enjoyed painting the 
flowing hair and the twisting fingers-cum-vines. The entire 
image was somewhat of an experiment in using acrylic 
paint and departing from my usual humorous illustration 
work. Although I’m not entirely satisfied with the results 
(what artist ever is?), I learned a lot from 
the process of creating Verduran 
Enchantress. —Kev Brockschmidt 


THE BIG COMBO 


4 Verduran 
Enchantress 


2 Regeneration 
2 Sylvan Library 


I : l>raw a card when you 
•iuccevstullv out an enchantment 
Use thw effect only once for each 
enchantment cast. 

Son* my magic cun fim practiced by 
tcomcn, cdto haw ahoays jell mtmg * 
ties to the land. 


1-. - k. \ I’m- . k'.Illlii.ll 



2 Gorilla Berserkers 2 Venom 


3 Llanowar Elves 
2 Rabid Wombat 

1 Thelonite Druid 

2 WhipYine 

I Yavimaya Ancients 

4 Aspect of Wolf 

3 Carapace 


3 Wild Growth 
I An-Havva Inn 

1 Feldon’s Cane 

2 Hurricane 

I Meekstone 
I Zuran Orb 


4 Gift of the Woods 18 Forest 
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Running 
the Numbers 

compiled by Beth MoursundPaul Hughes, and Mark Rosewater 

E ver wonder what happens to the deck-record sheets that players are 

required to fill out at major tournaments? The Duelist managed to liberate a 
few copies before they vanished into the depths of the DCl.The numbers 
below are based on the top thirty-two decks from each of the Northwest 
and Great Lakes Regional Championships. (The numbers don’t take into 
account sideboards—that could be a whole separate study!) 


Most common creature: Hypnotic Specter 

Most common spell: Swords to Plowshares 

Most common basic land: Swamp 

Most common non-basic land: Strip Mine 


Ratio of decks using Zuran Orb to decks not using Zuran Orb: 13:1 

Highest ranking attained with a deck not using Zuran Orb: Finalist 

Number of finalists not using Zuran Orb: 2 

Number of champions not using Zuran Orb: 0 


Percentage of decks using Strip Mine: 62% 

Percentage of decks using Mishras Factory: 49% 

Percentage of decks using both Strip Mine and Mishras Factory: 27% 

Percentage of decks using neither Strip Mine nor Mishras Factory: 17% 

Percentage of semifinalist decks using neither card: 0% 


Percentage of players using Necrodecks at Great Lakes Regionals: 38% 

Percentage of players using Necrodecks at Northwest Regionals: 23% 

Percentage of semifinalists using Necrodecks: 50% 

Percentage of finalists using Necrodecks: 50% 

Percentage of champions using Necrodecks: 50% 


Number of Order of Ebon Hands in both tournaments: 56 

Number of Knight of Stromgalds in both tournaments: 32 

Median price for Order of Ebon Hand (source: Sc rye. May 94): 30<f 

Median price for Knight of Stromgald (source: Scrye, May ’94): $2.00 


Number of cards restricted in Type II at time of tournaments: 4 

Number of decks not using any restricted cards: 3 

Number of decks using all four restricted cards: 2 

Number of decks in the finals using all four restricted cards: 1 

Number of decks in the finals not using any restricted cards: 0 


Number of Hymn to Tourachs in Northwest Regionals: 36 

Number of Hymn to Tourachs in Great Lakes Regionals: 52 

Number of Swords to Plowshares in Northwest Regionals: 55 

Number of Swords to Plowshares in Great Lakes Regionals: 59 

Number of Erhnam Djinns in Northwest Regionals: 54 

Number of Erhnam Djinns in Great Lakes Regionals: 39 

Number of Lightning Bolts in Northwest Regionals: 54 

Number of Lightning Bolts in Great Lakes Regionals: 18 

Number of Counterspells in Northwest Regionals: 15 

Number of Counterspells in Great Lakes Regionals: 8 


Single-Card Strategies 






The tiny trail on the map 
leaves the mountains and 
skirts around the edge 
of a forlorn and isolated 
lake.There are few set¬ 
tlements here, and the 
reason is apparent What 
rational being would set¬ 
tle on the shores of the 
Lake of the Dead? 


W hen brought into play,this 
land (a rare card from 
Alliances) requires you to 
sacrifice a swamp—-and for good 
reason. Not only can you tap the Lake 
for black mana, you can also tap it 
and sacrifice a swamp to add four 
black mana to your pool. 

Remember that when Lake of the 
Dead comes into play, you can tap 
the swamp you’re sacrificing for mana 
before you sacrifice it, thus getting 
more mana for your land. Further¬ 
more, when a Ley Druid untaps Lake 
of the Dead, you can sacrifice two 
swamps for eight mana, in addition 
to tapping the swamps for mana 
before you sacrifice them. In an ideal 
situation, this gives you ten mana 
from three lands. Since all of these 
actions take place at the speed of an 
interrupt, you can keep adding mana 
to your pool from other sources such 
as Dark Ritual. 

Drain Life and Soul Burn become a 
lot more menacing when you can 
power them in this way. In addition, 
you can bring out powerful creatures 
as early as the second turn without 
using a single Dark Ritual. Later in 
the game, after sacrificing several 
swamps for mana, summon a particu¬ 
larly hard-to-deal-with creature like 
Ihsan’s Shade. Follow it up with 
Armageddon and you leave your oppo¬ 
nent with some hard choices. You can 
also cast Balance if your opponent has 
more or the same number of crea¬ 
tures in play as you. Before casting it, 
though, try to sacrifice land to gain 
mana from the Lake and summon a 
powerful creature. Most likely, you’ll 
be down on land, thus forcing your 
opponent to get rid of his or hers, 
and you’ll also have a potent creat¬ 
ure in play. 


THE DUELIST SEPTEMBER 1996 23 

















Single-Card Strategies 
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One wonders where 
the Necromancer 
Emeritus acquired this 
map. Is it a guide or a 
record of a journey? 

Whatever its purpose, 
its clearly intended to 
bring one to safety. 

Why else would the 
last point on the map 
be so clearly marked as a Safe Haven? 

W hen you pay two mana and 
tap Safe Haven (an uncom¬ 
mon card from The Dark), 
you can remove a target creature you 
control from the game. During your 
upkeep, you may sacrifice Safe Haven 
to return all creatures it removed 
from the game into play, as if they’d 
just been summoned. 

This land is clearly quite beneficial. 
Whenever a creature is about to die, 
you can activate the Haven to pull 
the creature out of the game and 
into Safe Haven. Since the ability is an 
interrupt, you may activate it at any 
time in response to a spell. 

Safe Haven has a myriad of uses. For 
example, once you’ve exhausted the 
counters and tokens on creatures like 
Tetravus or Triskelion, you can pull 
them into Safe Haven. When released, 
they once again have the tokens and 
counters they started with. If you 
have a Nevinyrral’s Disk, simply bring 
all your creatures into the Haven and 
then set off the Disk. During your 
next upkeep, release your creatures 
onto the empty battlefield. This tactic 
works equally welt with Balance, 
which forces your opponent to 
remove all of his or her creatures, and 
with Wrath of God, which destroys all 
creatures in play. You can increase the 
surprise value of Balance by casting it 
and then interrupting it with the 
activation of Safe Haven. For maxi¬ 
mum damage, cast Wrath of God 
when all your creatures are in Safe 
Haven. During your upkeep, sacrifice 
the Haven to bring them into play 
and then cast Armageddon. Your 
opponent will be faced with a horde 
of creatures and will likely have no 
land to deal with them. —J.F. 



Spotlight On: *Grouni 


NEW YORK CITY, NY—New York City, “Gotham” to some, is the interna¬ 
tional center of finance, commerce, and anything that has to do with money. 
Considering the intimate relationship between money and Magic, one may be 
surprised to learn that for years New York was a mere outpost in the world of 
Magic, where mages often met only by accident and where rare spells of power 
were almost unknown. Today, however, New York is in a position to claim a place 
as one of the major centers of the Magic universe. One of the big reasons for this 
change is one of the finest gaming arenas in the world: Neutral Ground. 

Located in the center of Manhattan 
at Twenty-seventh Street and Seventh 
Avenue, Neutral Ground is far more 
than a gaming arena. It is best 
described as a gaming conglomerate , 
which, together with its tournament- 
producing affiliate Grey Matter Con¬ 
ventions, Inc., constitutes the bulk of 
the New York-area Magic scene. Grey 
Matter produces the largest tourna¬ 
ments in the area, drawing hundreds of 
players to its monthly $ 1,000-prize 
tournaments in Manhattan, and over 
rwo hundred to its tournaments in 
New Jersey, Long Island, and Boston. 

Neutral Ground features over 3,500 
square feet of play area. It hosts a sanc¬ 
tioned Magic tournament every day of 
the week, in addition to other special 
events and tournaments for other 
games. It is also among the largest 
dealers of Magic and related products. 

The club opened its doors in May 
1995, to provide a place to play Magic. 

“We felt New York needed a gaming 
club, a place where people could play 
this game we all loved,” says Jim Perni- 
cone, one of Neutral Grounds four co¬ 
owners. “We got tired of getting kicked 
out of diners, cafes, and our parents’ 
basements.” Neutral Ground has 
become the place where Magic players 
gather every week to play, trade, tune 
their decks, and share ideas. 

One of the ways Neutral Ground 
actively supports the growth of high- 
level Magic play in New York is to 
sponsor players for the Pro Tour and 
other major events. This year, they 
expect to have sponsored over thirty- 
five players for the Pro Tour and the 
U.S. National Championships. 

The ranks of the up-and-coming 
players from Neutral Ground who 
hope to challenge the traditional 


Neutral Ground 

291 Seventh Avenue, Ninth Floor 
(212) 633-1288 

dominance of the top rankings by the 
West Coast include Sean Fleischman 
and Nathan Wildgrubbe, both of 
whom finished in the top sixteen at the 
first professional tournament, as well 
as Ross Sclafani, who came in third in 
the Junior division. Other players to 
watch include Cary Newberger, Paul 
Scott, Jcan-Luc Park, Matt Wang, 

Jim McGovern, and Chad Hastaba. 
Among the Juniors, the O’Mahoney- 
Schwartz brothers, Steve and Dan, 
are notable as top players. 

The players at Neutral Ground can 
be described generally as friendly 
people with that “New York attitude.” 
There is constant razzing and trash- 
talking among the regulars, but it’s all 
in good spirit. The players hail from 
all walks of life, from successful cor¬ 
porate attorneys to high school stu¬ 
dents. If you find yourself in Gotham, 
bring your best deck, and try some of 
the best Magic that New York City 
has to offer. —Rob Hahn 
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Magic Rulings & Errata 


GENERAL RULINGS 

Thefollowing rulings are meant to clarify 
the rulebook and how the game works. 

Using Abilities with 
Activation Costs 

Previously, if you played an ability 
with an activation cost, you could 
generate multiples of the ability’s 
effect by paying the entire cost of the 
ability more than once. For example, 
you could have paid T $ $ to have 
Pestilence deal 3 damage to each 
creature and player as a single effect. 
This rule has been eliminated. Now, 
if you want, for example. Pestilence to 
deal 3 damage to all creatures and 
players, you will have to play the abil¬ 
ity’ three separate times, spending just 
# each time. (And if you wanted to 
prevent the damage with CoP: Black, 
you would have to activate the CoP s 
ability three separate times.) 

I) My Ivory Gargoyle is 
put into the grave¬ 
yard from play 
during my oppo¬ 
nent’s turn. The 
Gargoyle’s ability 
states that if it’s put 
into the graveyard 
from play, it returns to 
play under my control at 
end of turn. However, I have 
a Vibrating Sphere in play, 
giving the Gargoyle -0/-2 
(so it has a 0 tough¬ 
ness when it enters 
play). Does it die again? 

Will it return to play again 
that turn? 

Yes, it dies, and, no, it won’t 
return to play again. A previous Ril¬ 
ing states that if an effect lasting 
“until end of turn” is played during 
Heal Creatures (the final phase of a 
turn), the “until end of turn” part of 
the effect is ignored. In the same way, 
any “at end of turn” effects generated 
during Heal Creatures are ignored. 
This rule has been extended to 


include any effects generated after “at 
end of turn” effects have begun 
resolving. Since “at end of turn” 
effects will have already begun resolv¬ 
ing once the Gargoyle returns to play, 
its “return to play at end of turn” 
effect is ignored. You would, however, 
still skip your next draw phase. 

2) If I tap a Balduvian Trading Post 
(<y: Add 1 2 to your mana pool) 
for mana while Mana Flare is in play, 
do I get 1 2 3 or 2 2? 

Whichever you choose. If a mana- 
producing ability’ generates more than 
one type of mana, the extra point of 
mana from Mana Flare can be of any 
of those types. Of course, y’ou would 
normally choose to get an extra 3 
when tapping Balduvian Trading Post 
for mana. Note that this doesn’t apply 
to lands that can produce different 
tvpcs of mana but can’t do so in a 
single activation (e.g., since Sulfurous 
Springs can only produce «>, or 1 
each time it’s tapped for mana, it 
could only produce # #, 

3, or 2 with a Mana 
Flare in play). 

3) I know I can’t 
play Veteran’s 
Voice on Bartel 
Runeaxe (cannot 
be the target of 
enchant creature 
spells), but can I 
target it with the 
enchantment’s ability? 
Yes. Permanents that 
can’t be the target of 
enchantments can still be the 
target of the ability’ of an 
enchantment. I lowever, permanents 
that can’t be targeted by any spells or 
effects (e.g., Deadly Insect) can’t be 
targeted by an enchantment’s ability’. 

4) My opponent attacks me with Sen- 
gir Vampire and Hypnotic Specter. 

I’m at 3 life and have Sustaining 
Spirit in play (prevent all damage 



A Summary of Recent, 
Significant Rulings 

compiled by Tom Wylie 


that would lower my life below I). 

I don’t block either creature, so they 
deal 6 points of damage combined, 
and Sustaining Spirit prevents 4 
points of that (leaving me at I life). 
Can I choose to prevent 2 points 
from the Vampire and all of the 
damage from the Specter so I won’t 
suffer the Specter’s discard effect? 
Yes. The effect of Sustaining Spirit is 
play’ed as damage prevention ends. 

All of the damage being dealt to you 
is totaled up, and if that damage will 
lower y’our life total below 1, the 
excess damage is prevented and y r ou 
choose how to distribute the damage 
prevention. The same principle 
applies to Ali from Cairo. 

REVERSALS 

The following rulings reverse past rul¬ 
ingsfrom the rules team and/or netreps. 

5) According to errata, Glyph of Doom 
causes any creatures blocked by tar¬ 
get wall to be destroyed. The errata 
doesn’t say the effect lasts “until end 
of turn,” so does the wall gain that 
ability permanently? 

No. Glyph of Doom was misfiled 
when w r e made the rulings on block¬ 
ing abilities last year. All creatures 
blocking the wall when the Glyph 
resolves will be destroyed at end of 
combat. 

6) If I play Mind Bomb while I have 
Library of Leng in play and I choose 
to discard some cards to prevent its 
damage, can I discard them to my 
library? 

No. Library of Leng allows you to 
discard cards to the top of your 
library only “if a spell or effect forces 
you to discard” them. Mind Bomb 
does not force you to discard. 

7) If I have a Mishra’s Factory that’s cur¬ 
rently an Assembly Worker, can I acti¬ 
vate the “Mishra’s Factory becomes 
an Assembly Worker” ability again? 

Yes. The ability can be thought of as 
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“This card becomes an Assembly 
Worker.” Note that using this 
ability’ will return the land s basic 
power and toughness to 2/2 if it 
had been changed by an effect 
such as Sorceress Queens. (The 
ability' will not, however, cancel 
out effects that modified the 
Assembly Workers basic power 
and toughness, such as Giant 
Growth or Blood Lust.) 

CARD ERRATA 

Thefollowing rulings involve card 
errata , or at least reading cards 
slightly differently. 

8) Chaos Lord can attack “the first 
turn it comes into play on a 
side/' despite summoning sick¬ 
ness. This seems to imply that the 
number of permanents in play 
should be counted during each 
player's turn, not just the con¬ 
troller's. When can control of 
Chaos Lord be switched? 

The number of permanents 
should be counted to see if Chaos 
Lord will “defect” each and every' 
upkeep, not just during the con¬ 
trollers upkeep. 

9) Can I move an enchantment onto 
Bartel Runeaxe or Tetsuo 
Umezawa with Enchantment 
Alteration? 

No. Bartel Runeaxe and Tetsuo 
Umezawa cannot be the target of 
creature enchantments, whether 
the enchantment is cast or 
“moved” with Enchantment 
Alteration or a similar effect. 


SPECIFIC CARD 
RULINGS 


10) The last line of Diminishing 
Returns says, “Each player draws 
up to seven cards.” When do my 
opponent and I decide how many 
cards to draw? 

You both decide at the 
same time Diminishing 
Returnsis played. 



ON THE LINE WITH flfipr 

Customer Service Jjjp- 

nni ^ 

T he Customer Service team at Wizards helps more than a thousand players each 
week, including many who are just learning Magic. To help you cut down your 
phone bills, we thought we’d try answering some questions before you call! Since our 
precognition software hasn’t arrived yet, we’ll just do it the old-fashioned way.... 


ANATOMY 

Many of the calls we receive require just a 
quick explanation of card “anatomy.” Even 
longtime players can be stumped bv this 
seemingly straightforward area of the rules. 

Card Name: Some spells and effects 
refer specifically to the title of a card. 

The special abilities of Plague Rats and 
Vexing Arcanix are good examples of this. 
If a card happens to have the name of a 
basic land as part of its title, the land does 
not count as that type of basic land. For 
example, Karplusan Forest doesn’t count as 
a forest and is unaffected by spells or 
effects referring to “forests.” 

Casting Cost: A card’s casting cost— 
not its border—defines a card’s color. If a 
card has multiple colors of mana in its cast¬ 
ing cost, that card is considered to be all of 
those colors. For example, the Chronicles 
card Chromium (2 4 4®^) is white, 

blue, and black. CoP: White can prevent all 
the damage from Chromium, Red Elemental 
Blast can counter Chromium as it is being 
cast, and Terror cannot target Chromium. 
Note that since lands don’t have casting 
costs, they are considered colorless. 

Another source of confusion involves 
cards with X in the casting cost. Remem¬ 
ber that the only time X has a value is 
when it is being cast; this can become very 
important when dealing with cards (such 
as Wand of Ith) that refer to another 
card’s casting cost. A Fireball sitting in 
your opponent’s hand, library, or graveyard 
has a “casting cost” of 0 £ because it isn’t 
being cast. If your opponent casts a five- 
point Fireball against you, though, its 
casting cost is 5 & while it is being cast. 

Card Type: Some cards affect or instruct 
vou to choose a certain card type. For ex¬ 
ample, Goblin King gives all Goblins +1/+1, 
so all cards that read “Summon Goblin” or 
“Summon Goblins” will get +1/+1. Goblin 


OF A CARD 

King, however, is a “Summon Lord” card, 
so it isn’t a Goblin and it doesn't get +1/+1. 
Cards with the card type “enchantment,” 
“enchant world,” “enchant land,” “enchant 
wall,” “enchant dead creature,” “enchant 
creature,” or “enchant enchantment” are 
all considered enchantments. 

Card Text: Some players get extremely 
creative when interpreting a card s effects. 
Here’s a classic example: “Can I use Sleight 
of Mind to change a Black Vise to a Blue 
Vise so I won’t take any damage?” Even 
though Sleight of Mind can change words 
in card text (the text in the box beneath the 
card type) and “Black Vise” appears in the 
card text, you cannot change the names of 
card titles. In the same way, you cannot use 
Magical I lack to change Karplusan Forest 
to Karplusan Island. 

Flavor Text: Some beginning players 
justify unusual effects for cards by stating 
that the flavor text implies a certain use for 
them. Flavor text has no effect on game 
play and should be ignored when consider¬ 
ing card interactions or rules questions. 

Expansion Symbol: Cards from Alpha, 
Beta, Unlimited, Revised\ and Fourth Edi¬ 
tion have no expansion symbols, but every 
other card does (with a few accidental 
exceptions). If a card says that it affects all 
cards from an expansion, it affects all cards 
with that expansion’s symbol. For example, 
Golgothian Sylexis an Antiquities card 
that buries all Antiquities cards in play. 
When that effect resolves, any card that 
has the Antiquities expansion symbol ('*) 
is buried. Even if a Fourth Edition card was 
originally printed in Antiquities, the Sylex 
would not affect it because it doesn’t have 
the Antiquities expansion symbol; the 
Sylex would affect Antiquities reprints 
from Chronicles because these cards have 
the Antiquities symbol on them. 


If we’ve failed to predict your question, let us know by calling Wizards Customer Service at 
(206) 624-0933, M-F, 9 a.m.-6 p.m. (PST), or by sending email to questions@wizards.com. 
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Tournament 

News 


Latest Rules Changes 


T he official DCI tournament rules for Magic: The 

Gathering change almost as quickly as the game itself! 
To reduce confusion, heres a handy update on the 
most recent rules changes: 



New restriction 

Land T:lx was added to the Type 
II Restricted List (effective July 
1,1996). 

Protective devices 

New wording for the card- 
sleeve mling in the DCI 
Standard Floor Rules makes 
it more difficult to cheat with 
sleeves (effective June 1, 
1996). The new rule follows: 
A player may use plastic 
card sleeves or other protective 
devices on cards. If a player chooses to exercise this 
option, all cards in the players deck and sideboard must 
be placed in these devices in an identical manner. If the 
sleeves feature holograms or other similar markings, cards 
must be inserted into the sleeves so that these markings 
appear only on the faces of the cards. If for any reason a 
players opponent wishes a player to remove the sleeves or 
protective devices, he or she may request this prior to the 
beginning of any duel, and the player must immediately 


comply. A player may also request that the Judge inspect 
his or her opponents sleeves or devices prior to the begin¬ 
ning of any duel. The Judge may choose to disallow a 
player’s sleeves if they are obviously marked, worn, or 
otherwise in poor condition such that they may interfere 
with shuffling or game play. Sleeves may always be used 
to mark a player’s card if said card is in the opponent’s 
playing field. 

Judges granted more leeway 

A new optional rule was announced (effective July 1, 
1996), permitting tournament Judges to require that 
all cards from the basic set be interpreted according to 
Fourth Edition wording. The new rule reads as follows: 

“The tournament coordinator or Judge may declare that 
all cards from the basic set must be played and interpreted 
according to Fourth Edition card text. If this option is 
invoked, the tournament coordinator and/or Judge is 
required to have at least one copy of The Pocket Players' 
Guide for Magic: The Gathering — Fourth Edition available 
for participants’ use during the tournament. Furthermore, 
use of this rule must be adequately announced prior to 
the tournament.’’ 

Draft and Type 1.5 approved 

Both B(xxster Draft and Type 1.5 tournament formats are 
now approved, sanctioned tournament types. Complete 
rules are available directly from DCI. 


For complete Type I, Type II, Type 1.5, or Booster 
Draft tournament rules, write to DCI, c/o Wizards of 
the Coast, P.0. Box 707, Renton, WA 98057, or send 
email to dci@wizards.com. DCI rules are also avail¬ 
able from the Wizards of the Coast website at 
p://www.wizards.com/dci/welcome/html. 


Why Restrict? 

O n June 1, the Duelists’ Convoca¬ 
tion International announced its 
latest additions to the Type II 
Banned and Restricted lasts. 
Many players have expressed surprise 
at the exclusion of Hymn to Tourach 
and, to a lesser extent, at the inclusion 
of Land Tax. As these complex deci¬ 
sions have stirred a lot of interest, we’re 
taking this opportunity to explain both 
the general principles we use when 
considering card restrictions and how 
these principles apply to the Hymn to 
Tourach and Land Tax decisions. 

The DCI restricts cards for two 
major reasons. 


D The card is fundamentally bro¬ 
ken on a game-mechanics level. 

The Restricted List exists because cer¬ 
tain cards break the game. We tty hard 
to avoid making these types of cards, 
but in our attempts to keep the game 
interesting and challenging we occa¬ 
sionally cross the line. Along with 
diminishing the game, broken cards 
create design constraints for future 
cards. While this limitation on design 
is never the sole reason for restriction, 
it can be a strong contributing factor. 

Land Tax clearly fits into the “cards 
that break the game” category. The 
ability to gain a three-card advantage 
ever}’ turn while simultaneously thin¬ 
ning out your deck is just too good. 
And Land Tax has already created 



major design constraints, forcing the 
removal of a card (Time Arc) from 
the Alliances set. 

I Iymn to Tourach, on the other 
hand, ultimately does not belong in 
this category. The single-card swing 
requires heavy dedication to a single 
color and depends on luck to be 
most efficient. We 
realize this random 
factor is extremely 
frustrating to com¬ 
petitors who want 
to minimize the 
element of luck 
in the game, but 
this alone does 
not make the 
card broken. 
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It is also important to note that 
I Ivmn to Tourach creates no design 
constraints. 

0 The card is undercosted. 

At first glance this might seem 
like a restatement of the previous 
principle, but there is a distinct dif¬ 
ference between broken cards and 
undercosted cards. By definition, 
broken cards create problems for 
the overall game. Undercosted cards 
merely allow players to obtain certain 
effects more efficiently. In fact, much 
of tournament play revolves around 
taking advantage of the most under¬ 
costed cards currently available. 

While Land Tax is clearly under¬ 
costed, Hymn to Tourach has a 
muddier case. The best demonstra¬ 
tion of this is the amount of recent 
discussion in the Magic community 
about which cards allow “necrodecks" 
to win so frequently. Arguments 
have been made for everything from 
Hymn to Nevinyrral s Disk to Hyp¬ 
notic Specter to Necropotence itself. 

As much as we wish to remove 
offending cards, we also want to 
avoid restricting cards unnecessarily. 
This makes dealing with Hymn to 
Tourach all the more problematic. 
u Necrodecks” have not been domi¬ 
nant long enough for the system to 
clearly demonstrate the source of the 
problem, or for the possibilities of 
rival strategies to be exhausted. For 
example, it is still unclear whether 
“necrodecks” win so often because 
they are inherently superior or 
because of the sheer number of play¬ 
ers, especially top-ranked players, 
who currently use them. 

Restrictions should never be 
based solely on popularity. We 
intend to limit cards in the tourna¬ 
ment structure only if they have 
clearly created problems that the 
system cannot fix on its own. In the 
case of Hymn to Tourach, this has 
not yet been proven. “Necrodecks” 
are still evolving, and Alliances 
introduces a number of unknown 
factors. As there has not been 
enough data to indicate that Hymn 
to Tourach falls into either of the 
two above categories, we have cho¬ 
sen not to restrict it at this time. 


DCI Banned & Restricted Lists 



Cards from the original basic set are included in the 
Type II Banned List even though they may not be 
available in Fourth Edition. 


Type I Restricted 
Ancestral Recall 
Balance 
Berserk 
Black Lotus 
Braingeyser 
Candelabra of Tawnos 
Copy Artifact 
Demonic Tutor 
Feldon’s Cane 
Fork 

Ivory Tower 
Library of Alexandria 
Maze of Ith 
Mirror Universe 
Mishra’s Workshop 
Mox Emerald 
Mox Jet 
Mox Pearl 
Mox Ruby 
Mox Sapphire 
Recall 
Regrowth 
Sol Ring 
Timetwister 
Time Walk 
Underworld Dreams 
Wheel of Fortune 
Zuran Orb 

Type I Banned 

Amulet of Quoz 
Bronze Tablet 
Channel 
Chaos Orb 

Contract from Below 
Darkpact 
Demonic Attorney 
Divine Intervention 
Falling Star 
Jeweled Bird 
Mind Twist 
Rebirth 
Shahrazad 
Tempest Efreet 
Timmerian Fiends 

Type II Restricted 
Balance 
Black Vise 
Ivory Tower 
Land Tax 
Zuran Orb 


Type II Banned 

Amulet of Quoz 
Ancestral Recall 
Atog 
Badlands 
Basalt Monolith 
Bayou 
Berserk 
Black Lotus 
Blaze of Glory 
Braingeyser 
Bronze Tablet 
Camouflage 
Chaos Orb 


Channel 

Clone 

Consecrate Land 

Contract from Below 

Copper Tablet 

Copy Artifact 

Cyclopean Tomb 

Darkpact 

Demonic Attorney 

Demonic Hordes 

Demonic Tutor 

Dwarven Demolition Team 

Dwarven Weaponsmith 

Earthbind 

False Orders 

Falling Star 

Farmstead 

Fastbond 

Forcefield 

Fork 

Gauntlet of Might 
Granite Gargoyle 
Guardian Angel 
Ice Storm 



and Time Walk are collectively 
known os “The Big Blue” 


Illusionary Mask 

Invisibility 

Jade Statue 

Jandor’s Ring 

Juggernaut 

Kird Ape 

Kudzu 

Lance 

Lich 

Living Wall 
Mijae Djinn 
Mind Twist 
Mox Emerald 
Mox Jet 
Mox Pearl 
Mox Ruby 
Mox Sapphire 
Natural Selection 
Nettling Imp 
Plateau 
Psionic Blast 
Raging River 
Rebirth 

Reconstruction 

Regrowth 

Resurrection 

Reverse Polarity 

Roc of Kher Ridges 

Rock Hydra 

Rocket Launcher 

Sacrifice 

Savannah 

Scrubland 

Sedge Troll 

Serendib Efreet 

Shatterstorm 

Sinkhole 

Sol Ring 

Taiga 

Tempest Efreet 
Timetwister 
Time Vault 
Time Walk 
Timmerian Fiends 
Tropical Island 
Tundra 

Two-Headed Giant 
of Foriys 

Underground Sea 
Vesuvan Doppelganger 
Veteran Bodyguard 
Volcanic island 
Wheel of Fortune 
Word of Command 
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Deck Clinic 

by Henry Stern and Charlie Catino 


In this issue’s installment 
of “Deck Clinic,” the 
patient is a blue/black 
discard deck from 
Charles Hagaman of 
Princeton, NJ. If you’d 
like to check your deck 
into the “Deck Clinic,” 
send a list of the deck’s 
contents and a descrip¬ 
tion of the deck to 
“Deck Clinic,” do The 
Duelist, P.0. Box 707, 
Renton, WA 98057, or to 
duelist@wizards.com. 


“WHO NEEDS 
MIND TWIST!” 

from Charles Hagaman 
Princeton, NJ 

Land 

4 Underground River 
8 Swamp 
4 Island 

2 Mishra’s Factory 
Black 

4 Hypnotic Specter 
4 Mindstab Thrull 
I Royal Assassin 

1 Xenic Poltergeist 
4 Hymn to Tourach 
4 Dark Ritual 

Blue 

3 Clairvoyance 

3 Portent 

2 Counterspell 

Artifact 

4 Rack 

2 Disrupting Scepter 
2 Icy Manipulator 
I Tawnos’s Wand 
I Feldon’s Cane 
I Jester’s Cap 
I Jester’s Mask 

1 Cursed Rack 

Multicolor 

2 Diabolic Vision 

I Nebuchadnezzar 
I Skeleton Ship 


HENRY 

h, the discard deck. Dis¬ 
card has been a success¬ 
ful deck strategy since 
the earliest Magic tour¬ 
naments. The first player I 
saw use four Mind Twists in a 
deck was Bo Bell, the 1994 
U.S. National Champion, and 
people have been winning 
with discard decks ever since, 
including current World 
Champion Alexander 
Blumke. In tuning “Who 
Needs Mind Twist?” I tried to 
maintain the theme of a 
blue/black discard deck, but 
made a few important 
changes. 

More Land. In the hun¬ 
dreds of decks Charlie and I 
have been sent to review, the 
most common design flaw has 
been the use of too few mana 
sources. There’s a common 
misconception that a sixty- 
card deck should contain 
twenty mana sources. With 
rare exceptions, such a ratio is 
simply inadequate. “Who 
Needs Mind Twist?” was just 
thirty percent (18/60) land, 
while my modified version of 
it has forty percent (24/60); 
this is a significant, important 
increase. Playing with a lot of 
mana ensures that you’ll draw 
enough in your opening hand 
and in the critical first few 
rounds of the duel. For exam¬ 
ple, even with six cantrips, the 
original deck fails to get three 
mana into play by the third 
round roughly every other 
duel. That slow start probably 
ends up costing the deck most 
of those duels. However, with 
just six more land, the new 
deck fails only once every 
seven duels. People often 



complain about being “mana 
hosed” and losing tourna¬ 
ments because of it, and the 
advice I most often give them 
is “Play with more land.” 

More Card-Drawing 
Ability.The second piece of 
deck-tuning advice I most 
often give is “Have some way 
of drawing extra cards.” In 
the past two installments of 
“Deck Clinic,” I’ve recom¬ 
mended Jayemdae or Jalum 
Tomes. The solution for this 
deck is Necropotence. See 
Robert Hahn’s article in 
Duelist #11 about the intrica¬ 
cies of this amazing card. 

[The article is also available 
on The Duelist s website at 
http://www.wizards.com.] 

Better Creatures... One 
of the big advantages of play¬ 
ing discard is that you can 
seriously disrupt your oppo¬ 
nent’s strategy. Once this dis¬ 
ruption occurs, you w r ant to be 
able to capitalize on it, and 
creatures are generally the 
most efficient means of doing 
so. The only creature that I 
really liked in the original 
deck was the Hypnotic 
Specter, perhaps the most 
feared creature in the Type II 
environment. Since it forces a 
random discard, your oppo¬ 
nent must stop your Hypno or 
the damage done to his hand 
will be crippling. As for 
Mindstab Thrull, Abyssal 
Specter is a better choice 
as it flies and it’s reusable, 
although it is a bit more 
expensive to cast. In order to 
successfully use the Mindstab, 
your opponent must be in a 
position where she can’t block 
or use a spell to destroy the 
Thrull; if your opponent is 
that vulnerable, wouldn’t you 
rather have a creature that can 
deal damage and force a dis¬ 
card again and again? Using 
similar reasoning, I added 
four Orders and two Vam¬ 
pires. These creatures pose 


such an offensive threat that 
your opponent must deal with 
them quickly or lose the 
game, and the fact that the 
Vampire flies and has 4 
toughness and the Order has 
protection from white makes 
these two creatures very diffi¬ 
cult to deal with. 

The new deck also contains 
Dance of the Dead and 
Dreams of the Dead, two 
enchantments that are essen¬ 
tially extra creatures. The 
Dance works especially well 
in a discard deck as you will 
often force your opponent to 
discard a good creature. Later 
in the game, Dreams gives 
you a second shot at all of 
your creatures. Remember 
that Dreams can be activated 
as a fast effect, either in 
response to an attack or at the 
end of your opponent s turn. 

...And Better Creature 
Removal Two of this deck’s 
biggest weaknesses are its lack 
of creature-removal cards and 
its utter inability to remove 
enchantments and artifacts, 
common problems when 
designing blue/black decks. 
The solution is to use 
Nevinyrral’s Disk, “the ulti¬ 
mate in defensive technol¬ 
ogy.” The Disk works 
beautifully in a discard deck: 

If your opponent holds on to 
key permanents, you can 
Hymn them away, but if your 
opponent mshes to empty his 
hand, you can Disk away what 
he puts out. The Disk roughly 
replaces Royal Assassin, 
Skeleton Ship, and Icy 
Manipulator. While I like 
leys. Assassin and Ship are 
just too fragile to depend on. 
You can also use the Disk to 
blow up your own Necropo¬ 
tence or Zur’s Weirding. 

Solid Spells Only. The 
original deck had many 
questionable spells that either 
didn’t fit the theme or had 
better replacements. The Cap 
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CHARLIE’S DECK 


and Mask, while strong in the 
right deck, really have no 
place in a discard deck 
(though the Mask could work 
with Zur’s Weirding). Cursed 
Rack is just too expensive for 
what it does, Tawnos’s Wand 
is for Sealed Deck play, and 
Feldons Cane has no place in 
an attacking deck. Diabolic 
Vision has been replaced with 
Lim-Dul’s Vault, which allows 
you to go through your library 
in search of the card you need. 
Usually this w r ill be a Hymn, 
but depending on the situa¬ 
tion you might need to get 
Nevinyrral s Disk, Necropo- 
tence, Zurs Weirding, The 
Rack, or even a creature. 


CHARLIE 


W ; 

: 


ho Needs Mind 
Twist?” is a 
blue/black deck 
designed to make 
your opponent discard most of 
her cards instead of playing 
them. To tune it, I first 
assessed which things I 
wanted to change most. 

Color Ratio. A good dis¬ 
card deck should makes its 
opponent discard early. This 
deck had only twelve black 
mana-producing lands and 
only three Dark Rituals. On 
turn two, you should always 
have two black mana available 
for Hymn to Tourach, and by 
turn three you should be able 
to cast Hypnotic Specter. If 
you have to wait to start forc¬ 
ing discards, the deck will per¬ 
form much worse. Because of 
this, you need to add lots of 
cards that provide black mana 
(swamps and Ebon Strong¬ 
holds) and to use mostly black 
spells. It s also a good idea to 
include spells like Drain Life 
and Mind Warp, which can 
take advantage of Dark Ritu¬ 
als later in the game. 

After trimming down the 
blue in the deck, I added 
Power Sink and Memory 


HENRY’S DECK 

Land 

4 Mishra’s Factory 
4 Underground River 

1 City of Brass 

2 Island 

3 Ebon Stronghold 
10 Swamp 

Black 

4 Hypnotic Specter 
4 Abyssal Specter 

4 Order of the Ebon Hand 
2 Sengir Vampire 
4 Hymn to Tourach 
2 Necropotence 
2 Dark Ritual 
I Dance of the Dead 

Blue 

I Dreams of the Dead 

1 Zur’s Weirding 
Artifact 

4 Nevinyrral’s Disk 

2 Disrupting Scepter 
2 The Rack 

1 Zuran Orb 

Multicolor 

2 Lim-Dul’s Vault 


Land 

4 Underground River 

2 Ebon Stronghold 
4 Strip Mine 

4 Island 
10 Swamp 

Black 

4 Hypnotic Specter 

3 Abyssal Specter 

4 Dark Ritual 
I Mind Warp 

4 Hymn to Tourach 
I Contagion 

1 Drain Life 

Blue 

2 Time Elemental 
I Binding Grasp 

3 Memory Lapse 
I Power Sink 



Artifact 

1 Zuran Orb 

2 Serrated Arrows 

2 Disrupting Scepter 

3 Rack 

I Jalum Tome 
3 Icy Manipulator 


THE DOCTORS 
ARE IN 

“Who Needs Mind Twist?”, 
a blue/black discard deck , 
is up for examination. 


Lapse because they’re coun¬ 
tering cards that don’t require 
4 4 . Also, if you get off to a 
good start forcing discards. 
Memory Lapse can be even 
better than Counterspell. 
Memory Lapse delays your 
opponent’s getting to his best 
cards, and its cheaper. 

Use of Slow Discard 
Cards. You only want slow 
(expensive) discard cards that 
are hard to get rid of and that 
repeatedly make your oppo¬ 
nent discard. Reusable cards 
like these will complement 
The Rack. 

Use of Cantrips. Decks 
with a lot of cantrips (spells 
whose cards include the 
phrase u draw a card at the 
beginning of the next turn s 
upkeep”) typically do only one 
or two things well, which 
makes them more predictable 
and more vulnerable. You 
need to use them in larger 
numbers if you’re hoping to 
get to your key cards faster, 
which puts limits on your 
decks diversity and flexibility. 

Ability to Deal with 
Permanents. The only cards 


capable of killing creatures in 
“Who Needs Mind Twist?” 
are Royal Assassin and Skele¬ 
ton Ship. While they’re good 
cards, they’re easily destroyed 
and can’t be relied on as the 
deck’s creature destruction, 
especially since the deck pro¬ 
vides so few targets for your 
opponent’s anti-creature spells 
in the first place. The only 
other way the deck handles 
permanents is with two Icy 
Manipulators. Again, the Icy 
is a good card, but having only 
two ways to take care of per¬ 
manents in a discard deck is 
not enough. 

To help handle perma¬ 
nents, I added Serrated 
Arrows, Contagion, and 
Binding Grasp. Icy and Time 
Elemental will help handle 
noncreature permanents, and 
Strip Mines can take care of 
lands like Mishras Factory. 
Strip Mines and Icy Manipu¬ 
lators become even stronger 
once you’ve forced vour oppo¬ 
nent to discard land. 

Use of Jester’s Cap, 
Jester’s Mask, and Feldon’s 
Cane. The Jester cards arc 


great for breaking up combo 
decks and decks that rely on 
certain cards, but that’s not a 
particular weakness of this 
deck or of discard decks in 
general. Also, if you’re trying 
to make your opponent dis¬ 
card, the Mask won’t help you. 
Feldons Cane is a useless card 
for this deck because if the 
game goes long enough for 
you to use it, you’ve probably 
already lost. Besides, many of 
the discard cards in your 
graveyard (like I lymn to 
Tourach) are more useful in 
the early game and won’t be 
worth recovering with the 
Cane later. 

Ability to Draw Cards. 

Like many decks, “Who 
Needs Mind Twist?” could 
benefit from the ability to 
draw more cards. I chose 
Jalum Tome over the mana- 
intensive Jayemdae Tome, as 
the deck uses a lot of mana. 

Henry Stem placed second at the 
*95 U.S. Nationals and third at the ’95 
World Championships. Charlie Catino 
helped develop Alliances and is one 
of the designers of fAirage. 
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Frequently 

Asked 

Questions 


Magic: the Gathering— 



i. 1.0? 

1 OtMKi"tm:«£<*t«on 


1) What are “pitch cards?” 

“Pitch card” is a player- 
generated slang term that 
refers to a card with an alter¬ 
native payment to its casting 
cost, like paying life or dis¬ 
carding cards. 

2) How much mana does it take to 
Spell Blast a pitch card? 

When another card refers to 
the casting cost of a pitch 
card, it’s still the casting cost 
in the upper right hand cor¬ 
ner. “Pitching” the card is an 
alternate cost. 

3) Does Gloom still affect Scars of 
the Veteran if Scars is pitched? 

Yes. Gloom applies a penalty 
to a player who is casting a 
white spell, and even though 
the casting cost of Scars of the 
Veteran isn’t paid, Gloom’s 
cost must still be paid in order 
for the spell to be cast. 

4) What happens if I use Sleight of 
Mind in response to a player’s 
pitching a card requiring the 
discard of a certain color card? 

By the time either player 
plays Sleight of Mind on a 
spell, all payments on that 
spell have already been made. 
Sleight of Mind will not 
change the word until it 
resolves, and although it will 
resolve before the pitch card 
does, the pitch card will have 
already been cast. Thus, you 
cannot counter a pitch spell 
by altering its text with 
Sleight of Mind. 


5) When I cast Fatal Lore, does my 
opponent choose which option 
to take before or after I choose 
the two target creatures? 

Fatal Lore states,“ 2 $ *£: 
Target opponent chooses one: 
you draw three cards; or you 
choose and bury up to two 
target creatures that opponent 
controls and he or she draws 
three cards.” Whenever you 
cast a spell that requires tar¬ 
geting, you must declare all 
targets when you announce the 
spell. So the caster first chooses 
an opponent and up to two of 
his or her creatures to act as 
targets for the spell; then the 
target opponent chooses which 
mode the spell will be in. 

6) If I enchant one creature with 
both Awesome Presence and 
Lure, does my opponent have 
to block with every creature, as 
long as he or she can afford to 
pay 3 mana? 

No. Lure does not require 
that your opponent try to 
make invalid blockers valid. 

If the blocking player wants 
to block the creature, he or 
she can spend the mana but 
doesn’t have to. 

7) Once Insidious Bookworms goes 
to the graveyard, can I pay the 

1 t every turn to force my 
opponent to discard cards? 

No. Insidious Bookworms 
says you may force a discard 
“...only when Insidious 
Bookworms is put into the 
graveyard from play.” l*his 
means the ability is usable 
when the Worms arc killed 
but not afterwards. 

8) My opponent uses Control 
Magic to steal my creature 
enchanted with Veteran’s Voice. 
Since Veteran’s Voice says to 
“play on a creature you con¬ 
trol,” can I still tap the crea¬ 
ture while it’s in my opponent’s 
control to give a target crea¬ 
ture the +2/+I? 

No. The phrase “play only on 
a creature you control” simply 


modifies the target of the 
card: you can only cast Vet¬ 
eran’s Voice on a creature you 
control. If you lose control of 
the creature, the enchantment 
is buried as soon as you lose 
control of it, as with any 
other enchantment having 
an illegal target. 

9) Will False Demise bring a token 
creature back into play? 

As soon as a token creature 
reaches the graveyard, it is 
removed from the game 
entirely. False Demise will not 
bring it back into play. 

10) What happens if a creature 
enchanted with more than 
one player’s False Demise goes 
to the graveyard? 

When multiple effects are 
triggered, all of the active 
player’s effects resolve first. 

In this case, since the active 
players effect resolves first, 
the active player gains con¬ 
trol of the creature. 

11) If I don’t have two creatures 
to sacrifice when Lord of 
Tresserhorn comes into play, 
what happens? 

You must sacrifice Lord of 
Tresserhorn if you don’t have 
enough other creatures avail¬ 
able. The same is true of 
Kjeldoran Dead. 

12) Can I make Arcane Denial be a 
target of itself and thus get to 
draw three cards on the next 
upkeep? 

No. If a spell is targeted, you 
must choose all targets as it is 
being played. Arcane Denial 
targets a spell that is being 
cast, but it is not yet “being 
cast” until you choose its tar¬ 
get, so it may not target itself. 
If someone uses Deflection 
to change Arcane Denial’s 
target to itself, then it will 
fizzle when it resolves, since 
it is no longer being cast at 
that time. Also, there is 
nothing stopping you from 
countering another spell you 


C ustomer Service (you can call us Steve) has always used FAQ lists to help our customers under¬ 
stand game rules; however, in this issue, we’ve compiled an FAQ that doesn’t fit into The Duelist's 
available space.To get the full FAQ, check out The Duelist Online at http://www.wizards.com/Duelist; 
send email to questions@wizards.com (put “Alliances FAQ” in the subject line); or send a self- 
addressed, stamped envelope to “Alliances FAQ Request,” P.O. Box 707, Renton,WA 98057-0707. 

comped by Marc "Sparky" Sctunak. with assistance from Tom Wylie and Steve International 
(especialy Adam Conus, Mischa Donders.Jared Earle. Neil Ford. Didier Monm. Rich Redman, & JD Wiker) 
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have cast and drawing cards 
as a result. 

13) If I have Storm Cauldron and 
one of the “sacrifice lands” 
from Fallen Empires, and I 
sacrifice the land, does it go 
back to my hand? 

No. The land is tapped and 
sacrificed at the same time. 
By the time the triggered 
effects of Storm Cauldron 
start resolving, the sacrifice is 
complete. 

14) If my opponent takes control 
of my Ivory Gargoyle, who 
misses a draw phase when it 
goes to the graveyard? 

The player controlling the 
Ivory Gargoyle as it enters 
the graveyard misses his or 
her draw phase. 

15) If a card like Ashnod’s Cylix 
tells me to look at a certain 
number of cards in my library 
and I don’t have that many, 
what happens? 

Fulfill as many of the effects 
as possible, then stop. For 
example, if you use 
Ashnod’s Cylix against an 
opponent with only two 
cards in his or her library, 
you look at those two, put 
one back, and remove the 
other from the game. 

16) It’s my main phase and my 
opponent has just reduced me 
to -2 life. Can I save myself by 
casting Sustaining Spirit 
before the end of the phase? 
No. If something has already 
taken you to 0 life or below, 
Sustaining Spirit does not 
prevent that damage. 
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SUPPORT THE LOCAL SPONSORED SHOP IN YOUR AREA 


C.J.’s Extra Innings 
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IMAGIC 


SOURCE 


This new stand-alone expansion 
from Wizards of the Coast will be 
coming your way sometime in 
October. It wiii have both starter 


decks and booster packs, and will be about the same size and 
price as Ice Age. From all the rumors we've heard about Mirage 
it should be very different and vory new. Weve heard that it has 
a bunch of new artists and will add new rules to Magic. We 
might even see a new' color or two added to the traditional five. 

Were taking pre orders and (ust like Alliances, well brng it 
to you 2 days after the first shipment arrives here. Let us know if 
you re interested. Call for special pre-order price 


Mirage Booster Box .$106.20 Mirage Starter Box.....$89.50 
Mirage Booster Pack ....$2.95 Mirage Starter Deck $8.95 

(Th©** pocos are fcorhyive wo are rvot sur© if tnoy are acorate) 
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THE CARD 6 R fTl E 


Fleer/SkyBox brings together the dassic Star Trek 
crew and missions in an all new collectible card 
game. Join Captain Kirk Mr. Spook, Dr McKoy and 
all your favorite characters as you explore the final 
frontier. 

Star Trek will be sold in 65-card starter decks 
(which include Kirk Spock. McKoy and the U.S.S. Enterprise} and 
15-card booster packs. Call for prices. 


1 - 800 - 262-4426 


HEX-FILES 


Your FBI team (which includes 
Moulder and Scull y*of cojrse) set 
their sights on trying to figure out 
who the conspirators are out of 
50 or so possible suspects. You 
must successfully figure out clues 
and avoid the obstacles your 
opponent may throw at you. 

Starter Deck...$9.50 

12 Starter Decks.$114.00 

Booster Pack.$2.99 

Box of 36 Boosters...$107.60 



This is Wizards of the Coast's 

licensed trading card game based on 
FASA Corporations popular board 
game of armored combat n the 
31 st century. The tentative 
prices fa BattleTech 
be about $2.95 for a 15 card 
booster pack and about $8.95 for 
a 60-card starter deck. 

BattleTech is scheduled for release 
sometime in November. 


We carry singles for: Magic: The Gathering and all Magic: The Gathering expansions, 
Guardians, Star Wars, Legend of the Five Rings, Middle-earth, Shadowfist, Heresey: Kingdom 
Come, Gridiron Fantasy Football, Dragon Dice, and Marvel OverPower. CALL TODAY! 


Fax orders to: (518) 238-0543 
Write to: The Magk Source, 

342 N Mohawk St, Cohoes, NY 12047 


HOURS: Mon-Fri, 11am-8pm 
Sat, 12 noon-5pm, E.T. 


International calls or to receive our FREE 
catalog call: (518) 237-5112 
Outside of U.S. and Canada send 8 I.R.C.s 
to receive our catalog. 


For the most up-to-date prices and infor¬ 
mation on the hottest new games, check 
out our web page at: 
www.abm.cotn/tmtwab 
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EXPERT ADVICE 


card spojLiGhT 


Varchild’s War-Riders 


W hat did you think 
when you first 
saw Orgg? If 
you’re like most 
people, you prob¬ 
ably thought the card was a 
joke—one at your expense, 
no less. Orgg can’t block any¬ 
thing bigger than a Gray 
Ogre (of all things), and it 
can’t attack anything much 
more powerful than I /1 
swarm decks.“What a waste 
of paper/* people moaned. 

The story of Orgg has a 
happy ending, though. In fact, 
Orgg has become a staple in 
many Type II tournament 
decks. It’s a 6/6 trampler for 
just five mana, and its draw¬ 
back is negated if you just kill 
off your opponent’s crea- 
tures.generally an excellent 
policy even if you’re not using 
Orgg. A drawback isn’t a 
drawback if it’s made up for 
by advantages, and this is cer¬ 
tainly the case with Orgg. 

This story has been repeated 
over and over again in Magic. 
Just look at Juzam Djinn, 
Atog,Johtull Wurm, Derelor, 
and Serendib Efreet; there 
are happy endings every¬ 
where. And this time, I want 
to start with the story of the 
most recent such card: 
Varchild’s War^Riders. 


The Fine Print 

The attractions of Varchild s War-Riders 
are many. For just 1 3, you get a 3/4 
creature, and trample and rampage: 1 are 
thrown in as a bonus. Normally, a crea¬ 
ture with those specs would cost you 
another three mana, forcing you to bring 
it out much later in the game. So what 
drawback keeps the War-Riders so 
cheap? Merely the cumulative upkeep of 
giving your opponent a 1/1 creature. 

If that drawback doesn’t look like 
much, then you haven’t been formally 
introduced to the concept of arithmetic 
series. Maintaining the War-Riders s 
upkeep throughout one game will 
quickly teach you how very fast these 
creatures build up: By the third time 
your War-Riders can attack, you’ll have 
given your opponent six 1/1 creatures. 

By the sixth time, the total rises to 
twenty-one. By the //th time, you’ll have 
given your opponent //(/?+l)/2 creatures. 

In one sense, this creature generation 
is simply an additional casting cost. 

Creatures with “hidden” costs are a 
theme that was first heavily explored in 
Arabian Nights with the Effects and the 



Djinns. They’re cheap to cast for their 
power and toughness, hut they all have 
drawbacks: some do damage to you, 
some have an upkeep, some give an 
opponent’s creature landwalk, and some 
can attack only on a correctly guessed 
coin flip. If you can eliminate these 
drawbacks, what is otherwise “a waste 
of paper” becomes a cheap creature: wit¬ 
ness the prevalence of Ernham Djinn, 
which loses its liability" if your opponent 
doesn’t have creatures. This idea has 
been carried onward with Colossus of 
Sardia, Orgg, Johtull Wurm, and Spec¬ 
tral Bears. 

The cumulative upkeep on Varchild’s 
War-Riders, though, is difficult to offset. 
Even though you can drop the upkeep at 
any time, the War- Riders should not he 
used on a whim. Forget about it for 
Sealed Deck, and don’t throw it into a 
random red deck. If you’re going to use 
Varchild’s War-Riders, you need to he 
ready to cope with scads of 1/1 creatures 
coming at you. And then you need to 
take advantage of them. 

How Not to Get Killed 

So how do you avoid being killed by 
twenty-one 1/1 creatures? Certainly not 
by playing cards that kill only one or two 
creatures. Forget using Terror, Pyrotech¬ 
nics, Meteor Shower, and even Prodigal 
Sorcerer: they just don’t keep the prob¬ 
lem under control. You need a card that 
can kill all the small creatures — and that 
card is Pestilence. Pestilence is reusable, 
and you can do as much or as little dam¬ 
age as you want. The only downsides are 
that you need to play with black and that 
you need to get Pestilence out early in 
order to take advantage of the War- 
Riders’s cheap casting cost. 

Pyroclasm and Earthquake are also 
good, especially as they’re both red, but 
they aren’t reusable. Some other possi¬ 
bilities are Balance, Stench of Decay, 
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Dry Spell, and Time Bomb. As instants, 
I Iolv Light and Sandstorm make very 
nice backups if your opponent casts Dis¬ 
enchant on your Pestilence before 
attacking with everything. Dwarven 
Catapult is another possibility, though 
its fairly mana-intensive. 

While not tournament-practical, the 
most amusing way to keep the creature 
population down is with Chaos Moon, 
but make sure that the number of per¬ 
manents in play during your opponents 
upkeep is odd (so all red creatures will 
get -1/-1) and that that the number of 
permanents in play during your upkeep 
is even (so all red creatures will get 
+1/+1). With enough Urza’s Baubles, 
Blinking Spirits, Kjeldoran Outposts, 
Homarid Spawning Beds, Rakalites, 
Barbed Sextants, Tetravi,Thallids, and 
everything else, you should be able to 
control permanent parity well enough to 
keep your opponents creatures out of 
action and have your War-Riders 4/5 
when attacking. It’s not an incredible 
deck, but it is an incredibly fun deck, 
especially in six-player team games (but 
thats something better experienced— 
once and only once—than described). 

Another alternative is to keep crea¬ 
tures from attacking as they’re building 
up and then use Earthquake once every 
five or six turns to clean them up. Circle 
of Protection: Red is the lowest-dcnom- 
inator solution, but it’s mana-intensive. 
Cards like Fog and Spore Cloud only 


last one turn, and Spore Flower, Sun- 
stone, and Glacial Crevasse work well 
only in the late game. ITie better solu¬ 
tion is to make all the creatures 0/1 so 
they can’t do damage (not counting the 
alwavs-dangerous loophole of Morale or 
Battle Frenzy). That involves using 
Weakstone, of all things, or perhaps 
Fyndhorn Pollen from Ice Age \ You can 
also reduce the number of creatures that 
can attack you each turn with Caverns 
of Despair, or make your opponent pay 
for the creatures with The Tabernacle at 
Pendrell Vale. 

The most decisive way of controlling 
the cumulative upkeep, of course, is just 
to reset it. Try Boomerang to bring the 
War-Riders back to your hand, or go for 
reusability with Barbarian Guides or 
Time Elemental. The ultimate solution 
is to let the cumulative upkeep wear off, 
letting Varchild’s War-Riders go to the 
graveyard. 

Exploiting the Survivors 

You can do more, though, than just 
keeping your opponent’s growing army 
from crushing you. If your opponent 
doesn't have an easy means of disposing 
of creatures (such as Ashnod’s Altar, 

Life Chisel, or Fallen Angel), you can 
take advantage of his or her growing 
horde by using cards like Lost Order of 
Jarkeld, which gets +1/+1 for each crea¬ 
ture your opponent controls. A less 
obvious strategy is to kill off masses of 


creatures and then capitalize on those 
deaths. For instance, Soul Net can gain 
an appreciable amount of life from 
deceased Survivor tokens, Kabal Ghoul 
from Arabian Nights receives a +1/+1 
counter for each creature that goes to 
the graveyard, and Ice Ages Earthlink is 
a game winner when combined with 
anything similar to Pyroclasm, allowing 
vou to clean out your opponent’s crea¬ 
tures and lands simultaneously. 

The most obvious way to make your 
opponents horde a liability is with a 
combination Varchild’s War-Riders was 
practically designed for. With rampage: 
1, it doesn't matter how many Survivor 
tokens your opponent blocks with. 

Each one beyond the first gives the 
War-Riders +1/+1. All you need to do 
is make sure that all your opponents 
creatures block the War-Riders, using 
Lure or even Melee. With trample, you 
can either spread the damage among 
the Survivor tokens and do 2 trample 
damage as a bonus, or you can apply all 
the damage to one, allowing the rest to 
spill over to your opponent. Best of all, 
every turn your opponent will get a 
fresh supply of creatures that will 
remain untapped for vour attack. Soon 
enough you'll be able to kill your oppo¬ 
nent outright without having to worry 
about the Survivor tokens at all. The 
combination is actually even more 
effective if you put Lure on something 
with a higher rampage and trample, 
such as Gorilla Berserkers or Craw 
Giant. 

So don't trust your initial reaction to 
Varchild’s War-Riders. Try to build 
decks to break the card and you'll find 
that the cheap joke becomes a joke at 
your opponent's expense, not yours. One 
last tip when building that deck, 
though: Don’t mix Infinite Hourglass 
with Varchild's War Riders. Trust me on 
this one. Really. 

A long-time contributor to The Duelist, 
Chris Page was one of the designers of both 
Ice Age and Alliances He promises to 
eventually cover a black card in “Card 
Spotlight ." 



Test with Pestilence: 

So reads the note a 
play tester wrote to herself 
on this early version of 
Varchild's War-Riders. 


The Making o| War-Riders 

B ack when we were creating the 

original Alliances list,Varchild’s War- 
Riders was 3/3 and cost only d.That 
version quickly proved to be too good, so 
the casting cost was increased by I .Then 
it became too weak, so it was moved out 
of Lightning Bolt range to a 4 toughness. 
The card became a favorite of several 
playtest groups in their attempts to 
break cards but stayed the same until 
the final list. —C.P. 
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The Rebel Alliance is increasing in Force 
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With the Star Wars Customizable Card Game by Decipher, it’s your strategy that controls the outcome. Will the Galactic Empire expand? It s your decision. 

Will the dark side ot the Force triumph? That remains to be seen. With 324 customizable cards the choices are yours. Available in Starter Sets and Expansion Sets everywhere. 
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A WINNING COMBINATION 


Ultra*PR() Deck Protectors for 
Magic: The Gathering are 
designed for game play and 
long -term storage. 


• Archival Safe • 

• Super Strong • 

• High in Clarity ' 


TOURNAMENT APPROVED 

Sized to fit 

Ultra*PRO / Magic: The Gathering 
nine -pocket pages. Deck Protectors 
offer the best protection for your 
Magic Deck. Use Ultra*PRO Deck 
Bynder’s and 3-ring Albums for the 
ultimate storage of your 
Magic: The Gathering cards. 


v.v 

Protect your Magic cards with the best 
Ultra*PRO Accessories for Magics The Gathering 


BONUS: Inside Ultra*PRO / Magic: The Gathering Deck Protectors and 
Eight - Pack Refill Pages are Limited Edition Puzzle Cards. Collect all nine 
to make the complete Black Ixitus or Chaos Orb Card and win the cash 
value of that card. (Black Lotus, $250 USD - Chaos Orb, $100 USD). 

Look for details inside package. 


Magic: The Gathering® is a registered trademark of Wizards of the Coast, inc. Circle of Protection 
illustration by Jesper Myrfors Black Lotus Illustration by Christopher Rush. Chaos Orb Illustration by 
Mark Tedm The tap symbol and mana symbols are trademarks of Wizards of the Coast, Inc Album 
Illustrations by Terese Nielsen. Kaja Foglio. Daniel Gekm. Anson Maddocks and Douglas Shuler. 
Rembrandt. Ultra*PRO and Deck Protector are registered trademarks of Rembrandt. 

1996 Wizards of the Coast, Inc All rights reserved. 
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expert ADVICE EXCUSE ME, MR, SUijCASE? 


by Paul Peterson 

Knowing Your Magic Cants 

An Analysis of Bertrand Ces tree's Winning Tournament Deck 



Now you’ve done it. 

Mr. Suitcase just bought a 
set of the Pro Tour decks, 
and you’ve been playing 
with them to see what 
they can do. He tells you 
that it’s important to 
know what your opponent 
is trying to accomplish so 
you know how to play 
your cards. He also says 
that skill in identifying the 
purpose of cards in decks 
will help you when you 
build your own decks. 




M agic cards can be lumped 

into three categories (which 
occasionally overlap): offense , 
control\ and resource. Offensive 
cards win you the game, 
whether through creatures, direct dam¬ 
age, or running your opponent out of 
cards. Control cards help you stop your 
opponent from winning or help you stop 
your opponent from stopping you; they 
control the game long enough for you to 
win. Finally, resource cards give you 
what you need to accomplish your goals; 
often they re tnana producers, but some¬ 
times they provide cards or life. 

Bertrand Lestree’s Pro Tour deck (see 
p. 40) provides a good example of how 
these three card types can effectively 
work together. 'Phis particular 
deck wins through creature 
damage, and since Bertrand 
chose to include so few 
creatures, he had to choose 
them carefully. Most of the 
creatures in this deck are cheap for what 
they do. For a casting cost of 3 
F.rhnam Diinn’s 4/3 ability makes it a 
popular choice in many decks. The 
hardest creature to destroy in Bertrand s 
deck, though, is Autumn Willow 
because it cant be targeted by spells. Its 
also a 4/4 creature, so killing it with 
blockers is difficult too. For flyers, Serra 
Angel is a good choice, since this potent 
4/4 doesn’t tap when it attacks. Order of 
I eitbur is a white 2/1 with protection 
from black. With a casting cost of fM*, 
its particularly potent since you can 
pump up its power and give it first 
strike with additional white 
mana. Spectral Bears is yet 
another bargain as a 
3/3 with a casting 
cost of 1 



Bertrand s deck also contains quite a 
few control cards: four Swords to Plow¬ 
shares, three Armageddons, two Wrath 
of Gods, four Disenchants, one Balance, 
and two Icy Manipulators. But how 
should you play these cards? Basically, a 
game of Magic has three stages of play: 
early, middle, and late game, and each 
card is more appropriately played in a 
particular stage. 

Control in the early game (turns one 
through three) means preventing early 
threats. Swords to Plowshares and Dis¬ 
enchant are both instants with cheap 
casting costs, making them playable in 
the first few turns. Swords handles crea¬ 
tures while Disenchant takes care of 
enchantments and artifacts. 

Once you have more mana 
available to you (turns four 
through seven), you're in the 
middle game, the stage 
when you want to slow 
down your opponent’s 
forces. For this purpose, Bertrand has 
included Icy Manipulator. The Icy takes 
four mana to cast, but once it’s in play 
you can activate it with only one mana 
to effectively control one of your oppo¬ 
nent’s cards just bv tapping it. 

The other control cards in Bertrand’s 
deck, Armageddon, Balance, and Wrath 
of God, redesign the playing field and 
are most useful in the middle to late 
game. As Mr. Suitcase can tell you, these 
cards cause mass destruction either by 
equalizing the environment or by 
cementing your advantage, so play them 
carefully to take away vour opponent’s 
resources. 

For 2 Wrath of God destroys all 
creatures in play and is a great comple¬ 
ment to Swords to Plowshares. Swords 
is cheap, but it only destroys one crea¬ 
ture. If your opponent has a creature 
advantage. Wrath is the better choice. 
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Just remember that it kills your creatures 
too, so play it only when you’re at a 
disadvantage. 

Armageddon and Balance are the 
most interesting of the control cards. If 
you’re holding a land in your hand, for 
example, and your opponent is empty- 
handed, play Armageddon, which 
destroys all land in play; then play your 
land. Or play it when you have a crea¬ 
ture advantage to cement your lead. 

With no land on the board, your oppo¬ 
nent will have a difficult time recovering 
from the onslaught. Balance, too, can 
suddenly swing the game to your favor if 
you play it at the right moment. If you 
have no cards in your hand, it’s a Mind 
Twist. If you have no land, it’s an 
Armageddon. And with no creatures, 
it’s a Wrath of God. 

The remainder of the cards in 
Bertrands deck are resource cards. Land 
is the most obvious resource, but not the 
only one. Notice that some sources of 
mana in this deck are not lands. Fynd- 
horn and Llanowar Elves are 1/1 crea¬ 
tures that can be tapped for and 
Fellwar Stone is an artifact that can be 
tapped to produce mana of a type that 
your opponents land can produce. If 
you have the Elves in play when you cast 
Armageddon, you have an advantage 
over your opponent, since you’ll have 
mana. And if your opponent does play a 
land, he or she has just helped you make 
your Fellwar Stone useful, so your oppo¬ 
nent will think twice about playing land. 

Though I .and Tax is now restricted in 
Type 11, the two in Bertrand’s deck help 
you make sure that you are keeping up 
with your opponent in lands. It reads: 
“During your upkeep, if an opponent 


Bertrand 
lestree’s 
Pro Tour 
Deck 


4 Brushland 
I Haven wood 
Battleground 
6 Forest 
6 Plains 

1 Ruins of Trokair 
4 Strip Mine 

2 Fellwar Stone 

2 Icy Manipulator 


controls more land than you, you may 
search your library and remove up to 
three basic land cards and put them into 
your hand. Reshuffle your library after¬ 
wards.” With Land Tax in play, you’ll 
always be able to recover from your 
Armageddons at least as fast as your 
opponent—usually faster. Removing 
lands from your library also serves to 
thin it out, making it more likely that 
you will draw your other, non-land cards. 

Furthermore, Land Tax allows you to 
shuffle your library if you use it. Nor¬ 
mally this is not an advantage, but 
Bertrand’s deck has another card that 
takes advantage of this ability” Sylvan 
Library, which reads, “You may draw 
two extra cards during your draw phase. 
If you do so, put two of the cards drawn 
this turn back on top of your library (in 
any order) or pay 4 life per card not 
replaced.” When you combine this with 
the ability to shuffle your deck, you 
always have three new cards to choose 
from. 'ITius, Sylvan Library' provides you 
with choices, which is the best kind of 
resource. 

Bertrand’s deck also includes a few 
life-gaining resource cards. Ivory Tower 
gives you 1 life for each card in your 
hand in excess of four, thus allowing you 
to stall the early game until you get 
enough mana to cast more cards. It’s 
particularly effective in this deck as you 
will often have cards in your hand that 
you cannot cast, either because you have 
no land in play (from casting Armaged¬ 
don) or because you have put three lands 
in your hand with Land Tax. Zuran Orb 
also provides life by letting you gain 2 
life for every land sacrificed to it. So just 
before casting Armageddon or Balance, 


sacrifice all your land to the Orb and 
gain 2 life for each one. 

And that’s it. Bertrand’s deck wins by 
dealing damage with creatures, but first 
it gets you to that winning situation 
through proper resources, especially 
through control. Now that you know 
how the deck plays, you can better 
defend against it. For example, if you 
know your opponent is playing a deck 
that’s heavy' on control like Bertrand’s 
deck is, try not to give him or her as 
much to control. Make many of your 
opponent’s cards less effective by not 
putting out all your available resources. 
Knowing your opponent’s strategies can 
also help you target the cards that 
implement those strategies. 

Remember that being able to catego¬ 
rize cards works for building a deck as 
well. Before you build, ask yourself three 
questions: “How do I win?” Figure out 
your method and include appropriate 
offensive cards. tt How do I keep my 
opponent from winning?” Use control 
cards that deal with what your opponent 
plays and that turn the environment in 
your favor. “What tools do I need?” 
Don’t forget to include resource cards, 
whether they be mana, extra cards, or 
life. Keep these points in mind for the 
next time Mr. Suitcase challenges you to 
a duel. Very likely, he’ll be impressed, 
despite y r our rubbing his big green nose 
in your victory, k 

Paul Peterson has worked on several 
Magic expansions and is sometimes 
mistaken for Mr Suitcase due to his 
often-changing hair color 


I Ivory Tower 
I Zuran Orb 

3 Armageddon 

1 Balance 

4 Disenchant 

2 Land Tax 

2 Order of Leitbur 
I Serra Angel 


4 Swords to 
Plowshares 
2 Wrath of God 

1 Autumn Willow 
4 Erhnam Djinn 

2 Fyndhom Elves 
2 Llanowar Elves 
2 Spectral Bears 
2 Sylvan Library 


Sideboard 

1 Black Vise 

2 Abbey Gargoyles 
2 Divine Offering 
2 CoP: Green 

2 CoP: Red 
2 Karma 

I Order of Leitbur 

1 Wrath of God 

2 Whirling Dervish 
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An expansion set for Middle-earth:The Wizards" 


The dragons ;• 

Middle-earth: The Dragons 
is the first expansion set for 
Middle-earth: The Wizards, 

ICE’s collectible card game designed for 
one to five players. 

Expand your collectible card portfolio with 
this set of 180 new tradable game cards, and 
use them to explore new play strategics. 
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Middle-earlli: The Wizards is now avail¬ 
able as a Blue Border Unlimited Edition, 
and contains the same 484 beautifully 
illustrated tradable game cards as the 
original Limited Edition. 
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expert advice DECk DECONSTRUCTION 


by Beth Moursund 


Weenie Decks 



Go ahead, kill it — there's more where that came from! 



A fter focusing on 
creatureless or 
near-creature- 
less deck styles 
for the first two 
appearances of this col¬ 
umn, it seems only fair 
to consider the oppo¬ 
site end of the spec¬ 
trum: the “weenie” or 
“horde” deck. A weenie 
deck consists mostly of 
small, one- or two-mana 
creatures along with 
cards to enhance them 
or to hamper oppo¬ 
nents playing with 
larger creatures or 
higher-cost spells. 
Although “horde” is 
sometimes used 
synonymously for 
weenie, it more 
often refers to a 
deck based 
around a single 
creature type 
and cards to 
enhance them. 


Kjeldoran 

Knight: 

a weenie worth 
considering 


Weenie Pleasure 

One reason weenie decks are 
popular is that they’re easy to 
build. You can build a solid 
nontoumament weenie deck 
using only common and 
uncommon cards, and even 
tournament quality weenie 
decks tend to use fewer rare 
cards than many deck types. 
Besides that, they’re bin to 
play: you’re doing something 
almost every turn, seizing the 
initiative and forcing your 
opponent to react to you 
rather than sitting back and 
waiting to react. Weenie decks 
are a perennial favorite for 
tournaments because they do 
well against many of the more 
exotic deck types, including 
permission and Millstone 
decks. Finally, games played 
with weenie decks usually go 


fast, which can be a significant 
advantage in tournaments 
with time limits. 

Foundation Cards 

Many weenie decks use mana 
ratios that would be danger¬ 
ously low for any other type of 
deck.Traditional deck-build¬ 
ing advice calls for thirty- 
three to forty percent of the 
cards to he mana producing. 

I lowever, weenie decks range 
from twenty-five to thirtv- 
thrcc percent mana producing 
and can have as few as twenty 7 
percent. A monochrome deck 
can get away with a lower 
mana ratio than a two-color 
deck, so most weenie decks 
arc single-color; white and 
black are by far the most pop¬ 
ular. We have, however, seen a 
few two- color weenie decks 
doing well; usually they’re 
red/green or green/white. 

The core of a weenie deck 
is, of course, the weenies. 
When choosing crea 
tures, look for those 
with power greater 
than their casting 
costs (a 2/1 creature 
for one mana, for 
instance) or with a 
good special ability 
such as flying, first 
strike, pumpability, 
handing, mana pro 
duction, or regenera¬ 
tion. A few creatures 
qualify on more than 
one of these counts; 
these are the jewels 
of the weenie crown, 
and it’s worth 
including three or 


four of them in the same deck. 
Examples of premium weenies 
include the “pumpable 
knights” (Order of Lcitbur, 
Order of the White Shield, 
Order of the Ebon 1 land, and 
Knight of Stromgald) and 
Elvish Archers. 2/2 creatures 
for two mana are worth con¬ 
sidering—and they’re even 
better if they have a special 
ability 7 . 

A “pure” weenie deck con¬ 
tains only creatures and land, 
with no support cards, but 
purists don’t usually survive 
long at the tournament level. 
Most support cards for a wee¬ 
nie deck fall into two cate¬ 
gories, the first being power 
boosters for the weenies. 

Avoid creature enchantments; 
weenies are easy to kill, and an 
opponent who Holts or Terrors 
an enchanted weenie has 
taken two of your cards for the 
price of one. Instead, choose 
cards that enhance your whole 
armv: Bad Moon, Crusade, 
Orcish Oriflamme, and 
Sunken City 7 , for example. 

Also, most creature types have 
their own enhancers, such as 
Goblin King. 

The second category of sup¬ 
port cards maintains your 
cards in play advantage, either 
by letting you cast more cards 
or destroy more of your oppo¬ 
nent’s, or by keeping vour 
opponent from casting or 
using cards. For messing with 
mana. Winter Orb and Ankh 
of Mishra are favorites; the 
weenie deck can survive quite 
well on one land per turn, 
while most decks will have 
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Aaron Kline used a slight 
variation on a weenie deck 
(weenies with a few bigger 
creatures) to place as Junior 
division runner-up at the New 
York Professional Tournament. 



serious man a difficulties. 
Armageddon and Balance are 
perfect maintainors hut are 
unfortunately only available to 
white. I fowling Mine is the 
easiest way to get extra draws. 
Although it also benefits your 
opponent, you should be able 
to cast your spells as fast as 
you draw them, while your 
opponent is choking on a jam- 
packed hand and unable to 
cast as many. Necropotence 
lets you draw a lot of cards, 
though at a steep price. 

Finally, Meekstone was made 
for weenie decks since it para¬ 
lyzes larger creatures, leaving 
the weenies free to attack. 

Finally, there are cards that, 
while not strictly part of the 
weenie theme, work well with 
it and often show up in weenie 
decks. Black decks often 
include 1 Ivmn to Tourach and 
Hypnotic Specter, to remove 
an opponents cards before he 
or she gets a chance to use 
them against you. Red fre¬ 
quently supplements Goblins 
with Goblin Grenades. And 
green may bend the theme 
enough to add a small number 
of high-cost huge creatures, to 
be brought in using mana 
from Elves. 

Playing the Deck 

The most basic level of Magic 
strategy is to cast anything 
that you have enough mana to 
cast and attack with every¬ 
thing, every turn. If you have 
a choice between two crea¬ 
tures and only have enough 
mana to play one, cast the 
most expensive one. If you 
have a choice between putting 
out another creature and 
doing more damage this turn, 
take the option that will do 
the most damage by the next 
turn. For example, you have 
Savannah Lions and two 


plains in play, and Crusade 
and a White Knight in your 
hand. If you cast Crusade, 
you’ll deal 3 damage this turn, 
and you can play the Knight 
next turn and deal another 3, 
for a total of 6. But if you cast 
the Knight, you’ll deal 2 dam¬ 
age this turn, and then you 
can play Crusade the next 
turn and attack for 7, for a 
total of 9. 

This approach works well 
for beginners and for untuned 
decks, but most tournament 
decks require more thought 
and careful play. Surprisingly, 
though, weenie decks often 
win with just that brute-force 
swarm strategy. A weenie 
decks biggest advantage is 
speed. Hit your opponent fast 
and hard, before his or her 
deck starts to work. If your 
opponent can’t defend against 
it, a weenie deck with a decent 
draw can deal 20 damage by 
the fifth turn. 

However, most opponents 
can defend themselves. At 
best, they pick off your wee¬ 
nies one by one so you at least 
stay even in cards. In that situ¬ 
ation, you can often still over¬ 
whelm your opponent, 
especially if you can get out 
something to choke up the 
mana supply or to let you draw 
extra cards. But unfortunately 
for the weenie player, there are 
plenty of cards that for four 
mana or less destroy all of your 
weenies in one fell swoop. 

This worst-case scenario 
leaves you with an empty hand 
just when your opponent’s 
more expensive cards are start¬ 
ing to hit the table. Your 
opponent may be down to 3 or 
4 life, but you’ll never get a 
chance to deal another point 
of damage. This is especially 
likely in a tournament setting, 
where many players are using 


K UNE’S DECK 
I Balance 
I Blinking Spirit 
I Feldon’s Cane 
I Ivory Tower 
I Jayemdae Tome 
I Land Tax 
I Nevinyrrars Disk 
I Ruins of Trokair 

1 Zuran Orb 

2 Divine Offering 
2 Icy Manipulator 
4 Disenchant 

4 Mishra's Factory 
4 Order of Leitbur 
4 Savannah lions 
4 Serra Angel 
4 Swords to Plowshares 
4 White Knight 
16 Plains 
Sideboard 

1 Abbey Gargoyle 

2 Aysen Bureaucrats 

1 CoP: White 

2 CoP: Black 
2 CoP:Red 

2 Repentant Blacksmith 

2 Serrated Arrows 

3 Karma 

creatureless or near-creature - 
less decks and have no reason 
not to use “blast all the crea¬ 
tures" tvpe of effects. 

Your best defense against 
this tactic is to have a “reset 
button" of your own. If you 
manage to cast Armageddon 
the turn before your opponent 
gets enough mana to blast 
everything, your weenies will 
have several more turns to 
romp as your opponent 
replenishes his or her land. Or, 
if vour opponent does get the 
blast out. Balance may save 
the day by reducing your 
opponent to the same predica¬ 
ment you're in. You as the 
weenie player should be able 
to recover faster! 

Another strategy is the “one 
threat at a time” approach, 
which requires a little more 
defense. Instead of swarming 
your opponent, try to keep one 
(but only one) creature in play 


at all times and make it a crea¬ 
ture that your opponent can’t 
afford to ignore. The pump- 
able knights are ideal for this. 
When one gets destroyed, put 
out another. Now Wrath of 
God, Pyroclasm, Nevinvrral’s 
Disk, and other mass destruc¬ 
tion effects are reduced to the 
status of an extra-expensive 
I lightning Bolt, since they will 
only kill one creature. 

When facing another crea¬ 
ture-heavy deck, battle tactics 
become key. A straight swarm 
attack is usually suicidal; your 
opponent can bkxk and kill 
whichever creatures he or she 
pleases and then slam you 
with a counterattack while 
you’re undefended. Banding, 
first-strike, and evasion abili¬ 
ties, along with lots of practice 
in how and when to best use 
them, will usually save the day. 

Weenie-deck players need 
to keep in mind that surprise 
value is the key to winning. 
You can surprise your oppo¬ 
nent with the size, speed, and 
power of your horde or with 
your seemingly endless supply 
of creatures, with card advan¬ 
tage, or with your timely abil¬ 
ity' to recover after destruction. 
But weenie decks aren’t just 
winning decks, they’re also fun 
decks to build and play. With 
their variety of themes and 
options, and with their lack of 
dependence on rare cards, 
most players can build effec¬ 
tive weenie decks, whether for 
pleasure or for competition. ^ 

Beth Moursunds keen strategy 
mind has earned her much 
respect as a columnist for The 
I )uelist and as a Mage net rep. 


If you'd like to see a specific deck 
type discussed, write to "Deck 
Deconstruction" do The Duelist. 
P.O. Box 707, Renton,WA 980S7, or 
email us at duelistgwiiards.com. 
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EXPIRT ADVKf MUI\k DWELLERS 


by Tom Wylie 

The Mott, the Messier 

Two-Player Games versus Multiplayer Games 



M ost trading 
card games 
are either one- 
on-one duels 
or multiplayer 
games.The duel is the 
simpler and more familiar 
system, consisting of two 
players beating each 
other into submission. 
Multiplayer systems are 
less common and present 
more complex decision- 
and deal-making as each 
player tries to win without 
being victimized by the 
other players. Each type 
has its strengths, and sys¬ 
tems that try to be good 
at both often fail at both. 

In this issue's “Murk 
Dwellers," I'll look at the 
ways the various Deck- 
master games, especially 
V:TES and Netrunner, 
have handled the chal¬ 
lenges presented by 
multiplayer systems. 



Oil and Water 

A duels main strengths are simplicity and 
speed. Your goal is obvious (defeat your oppo¬ 
nent), and the process for achieving that goal 
is straightforward since there’s only one oppo¬ 
nent. Thus, calculating whether it s to your 
advantage to attack is fairly simple, and 
because you never have to defeat more than 
one opponent, your deck can afford a high 
percentage of quick-and-dirty, “disposable” 
cards, which have a flashy, satisfying impact 
on the game and then disappear. The predom¬ 
inance of disposable cards and the narrow 
field of opposition make duel-based games 
relatively fast. 

When this system is adapted to multiplayer 
games, however, things bog down. You have to 
balance offensive efforts against the risk of 
being pounded by several players while your 
defenses are down. The key to victory lies as 
much in turning other players against each 
other as in the strength of your deck. Dispos¬ 
able cards, while still flashy, are less important; 
decks based around them often run out of 
steam by the second or third opponent. You 
can compensate by using a higher percentage 
of cards that remain in play and are therefore 
reusable, but since other players may do this 
too you’ll often find defenses too thick to make 
attacking anyone worthwhile. 

Thus, a duel-based game adapted for multi¬ 
player play must be propped up carefully or it 
will collapse under the strain. Since players in 
group games shy away from the flaunt-and- 
fade power of disposable cards, reusable cards 
need to take up the slack. But ensur¬ 
ing that such cards are viable for 
multiplayer play often makes 
them desirable for duels and 
lengthens the average game 
time for the one-on-one game. 

Conversely, systems designed 
for multiplayer play rarely 
translate well into duels. It s 
true, of course, that multiplayer 
games devolve into duels as 


opponents are eliminated, but at that point 
the game is well-developed, and the outcome 
is a foregone conclusion, so the systems weak 
performance in duels is relatively unimportant. 

Is a Card in the Hand Worth Two in Play? 

Multiplayer systems compensate for these dif¬ 
ficulties by adjusting the power of the cards in 
the card set. In any trading card game, the rela¬ 
tive power of a card swings around two major 
axes. The first we’ve already discussed: is the 
card “disposable” (reusable)? In most games, 
card draws are valuable resources, so disposable 
cards tend to create their worth by having a 
powerful impact on the game when played. 
The power of reusable cards is less immediate, 
since the payback for cards that remain in play 
is less urgent, but over time their power rivals 
that of any disposable card. 

The second defining characteristic of a 
card’s power is whether the card has a wide¬ 
spread effect that applies to everything in a 
category (players, type of card, etc.) or a pin¬ 
point, localized effect. Having a widespread 
effect is a double-edged sword; the effect can 
hurt as much as it helps. Pinpoint cards have 
less dramatic effects on the game as a whole 
but are safer to use; you can generally count on 
their not hurting you unless you want them to. 

In a multiplayer game, the utility of dispos¬ 
able cards drops like a rock. With several oppo¬ 
nents, giving up a card for a one-shot effect 
isn’t much of a deal unless the effect is power¬ 
ful or the card easily replaced. Disposable cards 
with widespread effects, ones that allow you to 
remove several opponents’ resources at once, are 
the most useful. But the danger of hurting 
yourself with such cards makes relying on them 
in a multiplayer game risky. 

Getting off Cheap 

Games can compensate for the dropoff in dis¬ 
posable cards’ utility in one of three ways: by 
making disposable cards more powerful, by 
making reusable cards pay off' faster, or by 
making cards a relatively inexpensive com- 
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modi tv. Making disposable cards more 
powerful is almost always damaging to 
the duel game, where the power of dis¬ 
posable cards is already important, and 
increasing their power typically pushes 
the game towards degeneracy. Making 
reusable cards more efficient is a delicate 
balancing act, as such cards shouldn’t be 
too attractive for duels, whose average 
play time should be kept short. 

Vampire: The Eternal Struggle takes 
the third approach: making cards cheap. 
In V:TES, cards are usually replaced as 
soon as they’re used (or after a specified 
delay), giving players a constant supply of 
new cards. This increases the stock of dis¬ 
posable cards, allowing players to “cycle” 
their hands. And the constant card flow 
decreases the stock of reusable cards, 
which arc typically harder to get into play 
and reduce a player’s card-drawing capa¬ 
bility by clogging up his or her hand. The 
relative power of disposable cards to 
reusable cards thus closely approximates a 
duel, which helps when V:TES winds 
down to a two- or three-player endgame. 
At this point, the danger lies with cards 
that are meant to be balanced by the rest 
of the table’s resisting the effect, as such 
cards can become overbearing once the 
game winds down. 

Piling It On 

Multiplayer games have another dimen¬ 
sion not found in duels: diplomacy. In a 
duel players bluff one another, but there’s 
no question about who to attack. In a 
multiplayer game, being ganged up on is a 
real danger, and being able to wheel and 
deal successfully can be critical. 

Because duels don’t need to restrict 
whom each player can attack, a system 
that expands to a multiplayer contest usu¬ 
ally contains no barriers to attacks. The 
typical result is that multiplayer games 
degenerate into a series of “dog piles,” 
with each player being ganged up on in 
turn. Attention shifts only when the cur¬ 
rent victim is eliminated or when it 
becomes clear that one player is a threat 
to the entire table. The art of lying low, 
while always useful in multiplayer games, 
becomes a vital survival tactic, and such 
games are often decided based on popu¬ 
larity, not skill. 

Though dog-pile syndrome is one of 


the more common problems result¬ 
ing from a duel’s being ported to a 
multiplayer system, its also easy to 
fix. The lack of focus can be elimi¬ 
nated if you simply give everyone an 
opponent to focus on. This is typi¬ 
cally accomplished by cither sharply 
limiting who each player can attack 
or by leaving players free to attack anyone 
but rewarding attacks on certain players. 

Putting strict limits on who can attack 
whom can cause as many problems as it 
solves. For example, typically, the acting 
player can only attack the player who has 
the next turn (usually the person to the 
player’s left). While this prevents dog- 
pile syndrome, it also prevents players 
from ganging up on someone who 
threatens to sweep the entire table. 
Instead, the dominant player is free to 
prey on each opponent in turn while 
fending off only one opponent. Some 
systems address this bv giving people 
limited capability to attack anyone they 
want; in some multiplayer forms of 
Magic, for example, players can cast 
spells at anyone but can only attack to the 
left. Unfortunately, the temptation to slip 
back into dog piling is often too great to 
keep the game from degenerating. 

A more robust solution is to give play¬ 
ers less-limited, if not complete, freedom 
to attack anyone they want but reward 
them for attacking certain players. For 
example, in V:TES, the person to your 
left is your prey, and the person to your 
right is your predator. While normal 
attack action can be taken only against 
your prey, several cards can be used to 
attack anyone you wish. When a player is 
ousted, that players predator is rewarded 
with some p<x>l (which functions both as 
life points and as resources for playing 
cards) as well as a victory point. T hus, 
players are still able to band together 
against a common enemy but, under nor¬ 
mal circumstances, have a strong incen¬ 
tive to focus on their prey. 

So Why Not Netrunner? 

A common question about Netrunner is, 
“Why didn’t you design it as a multiplayer 
game?” There are a few reasons why mul¬ 
tiplayerversions of Netrunner aren’t 
entirely viable. First, the balance of cer¬ 
tain card types gets all out of whack in a 


multiplayer game. Strong ice becomes 
more cost-effective for the Corp, who 
has to keep out multiple Runners 
(whether one at a time or all at once). 
Deck-digging cards for the Runner 
become even more important than 
they already are; while it’s entirely 
possible for the Corp to throw up ice 
that one Runner can’t arrange to get 
through, several Runners should, between 
them, be able to find any icebreaker 
needed to reach agenda. Preps that pro¬ 
vide specialized runs also become a high- 
risk strategy for the Runner; the odds of 
finding a useful target are better, but the 
cost of failure is steeper. 

Of course, several of these problems are 
mitigated if Runners are restricted to runs 
on a particular Corp. Tbe value of ice 
drops back into line if the Corp only has 
to keep out one or two Runners and 
deck-digging cards become much less of a 
danger. But this solution just reduces the 
game to a series of duels in the guise of a 
multiplayer game. Maybe its a team 
game, with a Runner and Corp on each 
side and each Runner going after the 
others Corp. But you might just as well 
play a pair of duels—unless you give each 
team’s Corp a way to help its Runner 
and/or vice versa, in which case it’s not at 
all clear what sort of help it could give. 

Ami what happens if a Runner is flat- 
lined, or if someone scores 7 agenda 
points? Does that player just drop off the 
table? What happens to that player s pri¬ 
mary opponent? Presumably in a team 
system, that player’s opposite number is 
now out of the game as well, since other¬ 
wise she’s doing nothing but aiding her 
partner, but then we really are back to a 
game that’s just a series of duels. And if 
the system is some kind of free-for-all, 
how do the gaps created by dead or victo¬ 
rious players get filled? Is a Corp or Run¬ 
ner suddenly faced with multiple 
opponents? 

We have not ruled out an official mul¬ 
tiplayer variant Netrunner. Such a system 
might be introduced in future articles or 
in a future expansion. It’s not at all clear 
what such a system would look like, but 
we’re looking into the possibilities. 

For the record ’ if we ever have to compete in 
a l CG Olympics , we get Tom on our team. 
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ON THE SIDE 


The Essentials of Sideboarding 

by Mark ChaMr^. with contributions from Mario Robnina and /Idam Mnysonet 


Every ’Strang 
deck needs s 
good sideboard 


IILISTMTIBNS BY 
DANIEL FRAZIER 

♦ 


fyon ask top Magic players 
\vh:n make^ a strong deck, 
they’ll mention many things, 
including nv.ma ratios, crea¬ 
ture control, card-drawing 
ihilitv, and the efficiency and 
versatility of all the cards in 
the d'vk. Finally, among 
other things. they’ll say every 
strong deck needs .t good ndehoard You’ll hear 
the same thing from many players, hut getting an 
adequate explanation >f just what rnak*‘ \ sideboard 
“good” can he as d’fficub is building one in the first 
place.This isn’t surprising, though ^'hoarding i< 

probably one of the most c >mp!r:; aspects of Magic 
The rules for building :md r ing a sideboard are 
relatively simple: F“ r oonstrucrod play, vou construct 
a sideboard using exactly fifteen c ,r ds.These cards 
can he swapped between the deck and the sideboard 
on a one-for-onc basis after the first game, and both 
players ’‘reset” their decks and sideboards to their 
original states before each new march. While the 
rules are simple, actually building and using a side 
board can be fairly complex. Despite this complex 
ltv, you can break the essentials of sideboarding 
down into three, simple steps: knowing how your 
deck wins, knowing what competition you can 
expect to face, and knowing how vour deck loses. 

Know How You Win 

Before you begin constructing a sideboard, vou must 
thoroughly understand how vour deck wins. While 
this mav seem obvious, I ve seen mam people um. 
sideboard cards at odds with their deck’s basic strat 
cgv For example, if y >ure playing a rcd/wlute Mill 
stone deck and you're worried about decks with lots 
of small creatures, would y >u choose Pvroclasm for 
your sideboard or Farthquake? If you're placing n 
Millstone deck, you’re not actually trying to kill vour 
opponent with damage. In fact, your opponent is 
mom likely to damage you than vou are t* > damage 
your opponent, so by casting Farthquake, you’re just 
helping vour opponent kill you. This i< an easy mis- 
take to make, and in its subtler forms, it’s the reason 
that certain cards seem to work well a- sideboard 


cards forccrte 4 . decks but not is well f *r others. 

Knowing vour deck is r ;essary for budding vour 
sideboard,but it’s even more ritic :! whin yo.fre 
actually sideboard :ng di:r*ng a match. If you’re plan 
ning : .5 rake control of the game and win it by f tv 
mg you: opponent to discard, don’t sideboard out 
your 1 Jymns or f fvpnotic Specters Ify« uYc going 
: '!.:!! your opponent with creatures, don’t sideboard 
out the majorin'of thom in favor of defensive cards 
[fv.ee.Ve trying to win with Armageddon in a 
white/green deck and y< ‘ir opponent *-■ likely t< 
sideboard in doom, make sure you sideboard :n 
Tranquility or F«cr. ce Filter Again, the key is 
understanding ivhat your deck doe both how it 
wins games r j how it controls them 

Know the Competition 

If vmfnc familiar with the major deck tvpcs in your 
area, vou * in prepare yourself to sideboard against a 
certain type. You should also have a feel for what 
percentage of people arc playing » given deck type 
Mavhc th field is split something like* twenty five 
percent Necrodecks; twenty-five percent green/ 
white, Erhnam Armageddon; twenty percent blue/ 
white, control Millstone, fifteen percent red/green, 
Stormbind Krhnam; fen percent white weenie; and 
five percent other types This field is basically an 
even split, so most of your decisions will revolve 
'round which decks you feel weakest against. 

If the field gets skewed, though, and the majorin' 
of people begin pi lying one type of deck, this should 
be reflected in your sideboard and in vour kvk For 
example, consider the follow ing breakdow n sixty 
five percent Necmdecks; twenty percent 
green'white, Krhnam Armageddon; ten percent 
red white, control; and five percent other types In 
this situation, if the deck vou re using is weak 
against the primary deck type (Necrodecks), you 
should start moving some of the cards you would 
normally use in your sideboard into vour standard 
deck configuration. I o do this, look for cards that 
ire stronger against the primary deck type but not 
useless against secondary types Serrated Arrows is > 
good example of a card that is excellent igainst 
Necrodecks tnd moderately useful against 
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grccn/white decks. If the field gets extraordinarily 
aberrant, with up to eighty percent Necrodecks, con¬ 
sider moving cards such as Karma and CoP: Black 
into your deck. 

Know How You Lose 

Once you know exactly how your deck wins and 
what the competition in your area is, you need to 
determine what your deck and style of play are weak 
against. When you lose, what deck types or spells do 
you normally lose to? What ruins your day the most? 

Again, if the field is split evenly between a number 
of deck types, knowing what you re weak against is 
the most important consideration for building your 
sideboard. A good rule of thumb is to devote about 
ten cards in your sideboard to the two decks you are 
weakest against and let the other five cards address 
the rest of the environment. If the field is an aberrant 
split with one dominant deck type, give more priority 
in your sideboard to working against that deck. 

Case in Point ••• 

These three principles—knowing how you win, 
knowing the competition, and knowing how you 
lose—should make the card-by-card decisions of 
building your sideboard fairly straightforward. Here 
are a few examples of specific card comparisons, tak¬ 
ing these principles into account. 

CoP: Red vs. Reverse Damage . CoP: Red can 
stop red players in their tracks, but Anarchy and 
Dystopia can turn the fact that CoP: Red is a perma¬ 
nent into a liability. Reverse Damage, on the other 
hand, is difficult to get around and scares red direct- 
damage players like you wouldn't believe. As an 
example, I was playing Chip Hogan in the finals of a 
tournament and could see that I was clearly going to 
win the second game (he had won the first). He was 
playing red direct damage and I was playing 
white/red Millstone. Even though I didn't need to, I 
cast Reverse Damage on one of his spells before win¬ 
ning the game. During the entire third game, I was 
careful to keep enough mana for Reverse Damage 
untapped at all times, even if I didn’t have one in my 
hand. I later found out that he could have killed me 
for about ten rounds but didn't for fear I would use 
Reverse Damage. In addition to this, the fact that he 
had sideboarded in Anarchy and I wasn't using CoP: 
Red meant that he had dead cards in his deck. The 
bottom line on deciding which card to use is this: if 
you are playing with spells that can counter Anarchy, 
CoP: Red is generally a better option; if you aren't 
playing with more than two or three counters, use 
Reverse Damage. 

Karma vs. CoP: Black. This is a question of how 
your deck hopes to win. If you're planning to kill your 
opponent , I would suggest Karma. If you’re planning 
on running your opponent out of cards, go with CoP: 
Black. The only other important factor is the amount 


of white mana available in the deck. If you don’t have 
much white mana (under twelve sources), you're 
basically forced to use CoP: Black. 

Divine Offering vs. Disenchant This choice 
depends on whether enchantments are a serious 
threat for your deck. If you’re primarily worried 
about dealing with artifacts and 
could significantly benefit from extra 
life (for instance, if you're playing a 
Millstone deck and expect to be facing a 
lot of quick, aggressive decks), then Divine 
Offering is probably worth sideboarding. If, on 
the other hand, life gain isn’t crucial for your 
deck and you have no other way of dealing 
with enchantments, then Disenchant is the 
clear choice. 


Troubleshooting 

After you’ve done some comparison shop¬ 
ping and put together a sideboard that’s 
well-suited to your deck and its environ-jj 
ment, you may find that it still doesn’t per¬ 
form as well as you'd like it to. To help 
troubleshoot both how you’ve built your 
sideboard and how you're using it, I’ve put 
together a list of tips on how to avoid some of 
the more common sideboarding problems. 

Don't go overboard. If you ever find yourself 
sideboarding in ten or more cards against any one 
deck type, you probably need to configure vour deck 
differently to take this deck type into account. Side¬ 
boarding too many cards tends to “break” a deck, 
diluting its focus and leaving you vulnerable. (I have 
seen people complain “where are my creatures?” after 
putting half of them in the sideboard!) 

Think twice about ft the Old Switcheroo.” Some 
people advocate the use of a “switcheroo” sideboard, 
which allows you to change the entire theme of the 
deck after the first game. While potentially fun and 
interesting, this strategy will generally leave you far 
too vulnerable to certain strategies and is probably 
unwise to use in serious tournaments. 

Plan your swaps in advance. Before a tourna¬ 
ment, try writing down what you would probably 
swap in and out of your deck when faced with vari¬ 
ous deck types. Carry that piece of paper with you to 
the tournament and use it to double-check your side¬ 
boarding decisions. 

Play the tf metagame." Looking past the current 
game and predicting what your opponents are going 
to sideboard can mean the difference between win¬ 
ning and losing a tournament. Be aware of every pos¬ 
sible card your opponent could put in against you, 
especially those that will be difficult or impossible for 
your standard deck to deal with. The best example of 
playing the metagame I've ever seen came at the 
1995 U.S. Nationals. Players were allowed to change 
their decks for the final rounds, and of the eight 
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players, five were playing strong black. In response, 
Henrv Stern and Mark Justice both chose to run 
with four Whirling Dervishes in their decks, and 
Mark ran with two Lifeforces as well. As we now 
know, Mark took the championship and Henry 
placed second. 

Take your time on your swaps. You don’t want 
to have a game called on time, but take long enough 
to make your choices carefully. Go through your 
deck and consider card by card what you can take 

out, and take one more pass through the deck 
and sideboard after completing all of your 
swaps. If you’re not satisfied, work a lit- < 
tie longer. (I often take five to ten 
minutes between the first and 
second games.) 

Keep your sideboard fluid. 
Even if your deck is tried-and- 
true, you should always adapt 
your sideboard to changes in the 
playing environment, whether the change is 
the release of a new set, a new restriction 
^coming into effect, or just a new deck idea 
that’s becoming prevalent. If you fall behind, 
you’ll always be reacting to what you lost to 
last time rather than predicting what your i 
opponent will pull on you. I recommend 
^ ^ updatingyour sideboard every two weeks. 

1C C-W1 flJJr ‘ T Consider the “cure-alls.” Sometimes you 

can’t find a specific way to deal with a certain deck 
type, so you need* cure-all. Two of the most effec¬ 
tive sideboarding cure-alls are Jesters Cap (which 
wbrloTas a cure-all for spells before they are cast) 
and Ncvinyrral s Disk (which works as a cure-all for 
permanents). When possible, though, try to use 
more specific, efficient sideboard cards to deal with 
problems your deck might face. 


The only way to become good at sideboarding is 
with practice. Try building sideboards for various 
types of decks and practice using them as much as 
possible. Sideboarding is tricky; there are no clear- 
cut answers and few obvious choices, but enough * 
planning and practice will leave you well-prepared 
to create “a good sideboard.” 

Mark Chalice , Mario Rohaina y and Adam Maysonet I 
are all ranked in the top ten for Type II play in the 
Duelists* Convocation International. Mark and Mario \ 
are members of Pacific Coast Legends, an L.A-based 
professional Magic team. Adam was last years South¬ 
east regional champion. 
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Illustrator Dan Frazier is well-known for his art on 
such Magic cards as Jester's Cap , Berserk , and thefive 
Moxes. Since sideboarding is essentially ^morphing a 
deck to betterface a new foe , we asked Dan to revisit 
one of his Antiquities cards, Shapeshifter. 


Putting It Tagether 

A Sample Sideboard 

f you had to create a sideboard for the deck below, 
what choices would you make? Mario Robaina, 
Adam Maysonet, and I worked separately to create | 
sideboards for this deck, assuming a hypothetical 
j tournament environment dominated equally by the 
following three deck types: red/green Erhnam- 
Stormbind-Jokulhaups decks, mono-black Necro* 
decks, and blue/white control-Millstone decks. We 
then planned out probable sideboard swaps for each ' 
deck type we might face. Before going on, try creat¬ 
ing your own sideboard for the deck and predict wh 
swaps you might make in the same environment. 

The Deqk 

1 Autumn Willow 

2 Elvish Archer 
4 Erhnam Djinn 

3 Llanowar Elves 
I Sylvan Library 

4 Whirling Dervish 

3 Armageddon 
I Balance 

4 Disenchant 

1 Land Tax 

4 Swords to Plowshares 

This deck puts your opponent at a mana disadvantage 
using Armageddon, Strip Mines, and Icy Manipulate ' 
in combination with Lodestone Bauble and Land Tax. 
Destroying your opponent’s mana will make killing 
your creatures a difficult task. An Erhnam Djinn or 
Whirling Dervish will probably be able to finish your 
opponent off shortly after you cast Armageddon. 

The Sideboards 

CHALICE'S SIDEBOARD HAYSONETS SIDEBOARD 

1 Autumn Willow 

2 Divine Offering 
I FeWon’s Cane 
I Jester’s Cap 

3 Karma 

1 Reinforcements 

2 Serrated Arrows 
I Tranquility 

3 Wrath of God 

ROBAINA’S SIDEBOARD 

2 CoP: Black 
2 Crumble 

2 Feldon’s Cane 

1 Ivory Tower 

2 Jester’s Cap 

3 Serrated Arrows 

1 Tormod’s Crypt 

2 Wrath of God 


1 Autumn Willow 

2 Divine Offering 
2 Feldon’s Cane 
2 Jester’s Cap 

2 Karma 

2 Serrated Arrows 
2 Tranquility 
2 Wrath of God 


7 Plains 
6 Forest 
4 Strip Mine 
4 Brushland 

2 Havenwood 
Battleground 

3 Icy Manipulator 

2 Fellwar Stone 

3 Lodestone Bauble 
I Zuran Orb 


50 SEPTEMBER 1996 THE DUELIST 












Given the hypothetical tournament envi¬ 
ronment, this is how we made our card 
selections: Tranquility serves as a way to get 
rid of Gloom, Control Magic, and Storm- 
bind. Karma punishes mono-black players 
for having swamps. Serrated Arrows works 
well against small creatures. Jester s Cap can 
devastate the blue/white control deck. Fel- 
dons Cane keeps the deck from running 
out of cards. Additional Autumn Willows 
are good for slow games. Wrath of God is 
great for an environment that doesn’t have 
Gloom but that has lots of creatures. Divine 



Offering and Crumble are necessary against 
certain vital artifacts such as Nevinyrral’s 
Disk. Ivory Tower is a one-card win against 
direct-damage decks. CoP: Black will stop a 
mono-black deck cold.Tormods Crypt can 
help you “deck” someone if necessary. Rein¬ 
forcements could get back some badly 
needed creatures. 

As you can see, even we disagreed on 
what cards should go in the sideboard. In 
general, though, the sideboards are very 
much alike, especially given that they were 
created independently. 


1 he Sws(ps 


RED/GREEN ERHNAM-STORM- 
BIND-JOKULHAUPS DECK 

Key Curds: Erhnam Djinn, 
Stormhind, Jokulhaups, Light¬ 
ning Bolt, Incinerate, Whirling ; 
Dervish, Fireball, Shivan 
Dragon, and various Elves. 


MONO-BLACK NECRODECK 

Key Cards: Necropotence, 

NevinyrraTs Disk, I lvmn to Tourach, 
Order of the Ebon I land/Knight of i 
Stromgald, Sengir Vampires, Hyp¬ 
notic Specter, Drain Life, Mishras 
Factory, and Strip Mine. 


CHALICE 

+2 Serrated Arrows 
+2 Wrath of God 
-I Disenchant 
-I Uanowar Elves 
-2 Whirling Dervish 

ROBAINA 

+ 1 Ivory Tower 
+2 Serrated Arrows 
+1 Wrath of God 
-I Disenchant 
-2 Elvish Archers 
-I Sylvan Library 

MAYSONET 

+ 1 Autumn Willow 
+3 Wrath of God 
-2 Disenchant 
-2 Whirling Dervish 

We all put in Wrath of God for 
more creature control, and took 
out a few small creatures and 
anti-artifact cards. The smaller 
creatures probably wouldn’t sur¬ 
vive under the hail of direct 
damage and four Disenchants 
was excessive against a deck 
with so few artifacts. 


CHALICE 

+2 Divine Offering 
+2 Karma 
+2 Tranquility. 

+2 Serrated Arrows 
-2 Armageddon 
-1 Autumn Willow 
-I Uanowar Elves 
-3 Lodestone Bauble 
-I Swords to Plowshares 

ROBAINA 

+2 CoP: Black 
+2 Crumble 
+2 Serrated Arrows 
-I Autumn Willow 
-I Disenchant 
-2 Elvish Archers 
-I Lodestone Bauble 
-I Swords to Plowshares 

MAYSONET 
+3 Karma 
+ 1 Reinforcements 
+2 Serrated Arrows 
+1 Tranquility 
-3 Armageddon 
-I Uanowar Elves 
-3 Lodestone Bauble 

We added anti-artifact cards for the 
Disk and Serrated Arrows for the 
Knights. Karmas were also added since 
ever)' point of damage means one less 
card the Necro player can draw. 


BLUE/WHfTE CONTROL- 
MILLSTONE DECK 

Key Cards: Millstone, Jesters 
Cap, Swords to Plowshares, 
Disenchant, Wrath of God, 
Jayemdae Tome, and 
Counterspell. 

CHALICE 

+ 1 Autumn Willow 
+1 Divine Offering 
+2 Feldon’s Cane 
+2 Jester’s Cap 
-2 Elvish Archers 
-4 Swords to Plowshares 


Enough 
planning: 
and practice 
will leave 
you well- 
prepared 
to create 


ROBAINA 
+2 Crumble 
+2 Feldon’s Cane 
+2 Jester’s Cap 
+1 Tormod’s Crypt 
-2 Elvish Archers 
-I Lodestone Bauble 
-3 Swords to Plowshares 
-I Sylvan Ubrary 

MAYSONET 

+1 Autumn Willow 
+2 Divine Offering 
+ 1 Feldon’s Cane 
+1 Jester’s Cap 
-I Icy Manipulator 
-4 Swords to Plowshares 


a g ood 
’Sideboard 


Wc added artifact defense as this 
deck is so heavy in artifacts. Jesters 
Cap will take out Feldon’s Canes, 
Millstones, and other Jester s Caps. 
Feldons Cane was added to undo 
Millstone damage. Swords to Plow¬ 
shares were considered unnecessary 
against a deck so weak in creatures. 
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BY JEFF J. LIN When Adam Maysonet sat across from 
Henri Schildt in the preliminary rounds of the first Magic professional 
tournament in New York last December, it marked the first time the two 
had met face to face. While that might not seem surprising (Maysonet is a 
twenty-four-year-old computer technician from Sunrise, Florida, and 
Schildt is an eighteen-year-old student from Helsinki, Finland), it was a 
special first of sorts. 

Maysonet was largely responsible for Schildt s being in New York. The 
two had met on the Internet over a year ago and had slowly become 
friends, and Maysonet, the ’95 Southeast Regional Champion, gave 
Schildt and fellow Finlander Kimmo Hovi a deck he’d been working on 
to use in Finland’s National Championship. “T wanted to see how good 
the deck actually was,” Maysonet remembers. The deck was good enough to 
help Schildt place second and Hovi third, 
qualifying them both for the 1995 World 
Championships. 

Ironically, Maysonet didn’t qualify for 
the World Championships. But no mat¬ 
ter; Maysonet gave the pair another deck 
to use. The result? Schildt placed fifth 
and Hovi tenth, and they both qualified 
for the Magic Professional Tour. 

How an American in Florida could 
help two Finns place in the top ten at the 

World Championships is testament to the power of the Internet and the 
worldwide Magic community that has formed around it. u fd expected the 
communal elements of Magic to be very strong because the game was 
larger than the box it came in,” says Richard Garfield, Magics creator. “In 
order to learn about the game you had to talk to other people.” 

What Garfield didn’t foresee was the creation of a massive virtual com¬ 
munity of Magic players. On the Internet you can read discussions and 
listings of winning decks; discuss elements of play; buy, sell, and trade 
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cards; or just look for a pickup game— 
anywhere in the world. 

“Before I wing off to some random 
exotic location (like Amsterdam or Aus¬ 
tralia or New Jersey), I post a message to 
the Internet asking whether any Magic 
players are in that area looking for a 
game,” says Tom Christiansen, a freelance 
computer programmer and consultant 
who travels often. “I always come up with 
plenty" of takers.” 


Christiansen, who also wrote and main¬ 
tains a huge World Wide Web site that 
contains every Magic card and ruling ever 
issued (see “Web Spinning,” at right), 
lives in Boulder, Colorado, a college town 
of just under a hundred thousand people. 
Like many players who live in remote 
areas or in places where Magic players are 
scarce, he depends on the Internet to link 
him to the larger Magic community. 
“Without the Internet, my contact with 
the Magic world would quickly break 
down,” he says. 

Even for those players who live in 
thriving Magic meccas like Los Angeles, 
the link to the Internet Magic commu¬ 
nity is vital. The Internet is where die¬ 
hard Magic players and fanatics gather, 
twenty-four hours a day, 365 days of the 
year. The collective thoughts of players 
the world over is a huge resource. 

“What do I get out of the Internet? 
Perspective,” says David Low, a research 
scientist from Adelaide, Australia. “I like 
to know what other peoples views are, 
since there is no way that one person can 
possibly envisage every circumstance. By 
getting people to pool their ideas and 
experiences, the ‘gestalt mind,’ if you like, 
accelerates toward reasonable conclusions.” 

“The Internet has a tremendous influ¬ 
ence on Magic gamers,” says Joseph El- 
kouby, a nineteen-vear-old student in 
Toronto, Canada, who’s publisher and 
editor in chief of Vault, a Web e-zine 
about Magic (see “Plugging In,” page 56). 
“Even if someone doesn’t use the Inter¬ 


net, one of their friends probably" does.... 
I think it’s true to say that just about 
ever}" Magic player is somehow affected 
by" what goes on online.” 

Though what comes first, a winning 
decks popularity in tournament play or 
its popularity on the Internet, is a 
chicken-or-the-egg question, there’s no 
doubt that the Internet has shaped the 
U.S. tournament scene. 

“The real problem, I think, is the rapid 


dissemination of decks here on the Net— 
and the subsequent copying of those 
decks,” wrote a player in a recent Usenet 
post titled “Necro 6c Willow: The Net Is 
the Problem.” w Necro[potence] would 
not be dominating tournaments if people 
did not simply copy the deck off of the 
Net or out of The Duelist . Sure—a few 
people would play Necro decks, but the 
deck would not dominate the way it 
has.... It was not until the first Magic 
professional tournament, and the subse¬ 
quent exposure on the Net, that Necro 
began to dominate.” 

Magic’s Virtual Community 

For Magic players, the Internet is like a 
twenty-four-hour-a-day worldwide on¬ 
line gamers’ convention, with panel dis¬ 
cussions on every conceivable subject, 
trading rooms, leagues, pickup games, 
and virtual hangouts where players can 
chat about almost anything. 

Though there are many Magic-related 
areas on the Internet, chief among these 
is the Usenet, The Usenet is a worldwide 
bulletin board, where people can post 
thoughts and comments on any number 
of subjects. The best Usenet discussion 
groups for Magic are rec.games.trading- 
cards.magic.strategy and rec.games.trad- 
ing-cards.magic.misc. 

The r.g.t-c.magic.strategy group con¬ 
tains hundreds of posts on everv conceiv¬ 
able subject: game play, etiquette, alternate 
formats, recent rulings, and so on. Many 
of the posts are players’ critiques of one 


another’s decks, and it’s here that you! 
find tomorrow’s dominant tournament 
deck. Everything else gets discussed in the 
r.g.t-c.magic.misc group. A recent sam¬ 
pling of subjects included Magics por¬ 
trayal in the mass media, collusion at 
tournaments, rumors about a top players 
being banned from the DCI, and a call for 
the formation of a players’ organization. 

For those who prefer live, person-to- 
person interaction, there’s the Internet 
Relay" Chat (IRC), a global “chat” net¬ 
work that allows users to talk to each 
other in real time on different “channels," 
which are divided by subject. Whereas 
the Usenet is a bulletin board, the IRC is 
more like a virtual hangout, where people 
can come anytime to talk. For instance, a 
recent afternoon visit to the IRC found 
several participants engaged in discus¬ 
sions of suggestions for activities for a 
y r outh group, the virtues of Homeland is 
Baron Sengir, the release of Alliances , and 
trading inquiries. 

Internet Game Play 

The Magic community has been await¬ 
ing the release of the official Magic PC 
game from MicroProse since it was 
announced in late 1994, but problems 
with the product have kept it delayed for 
over a year and a half. Though the game 
will have an online component, people 
have already" devised ways to play Magic 
over the Internet. 

Since the beginning, Magic has been 
played over the Internet via the IRC, by 
means of a cryptic shorthand; players 
must keep track of their opponents’ cards, 
and games rely entirely on the honesty of 
each player. 

Fortunately, there are two shareware 
programs that make game play on the 
Internet easier. NetMagic and Apprentice 
both allow opponents to connect to each 
other; the software keeps track of all the 
cards in play and in each play r er’s deck. “I 
consider it a service to the game I love to 
play,” says Mike Ochs, who spent two 
months writing NetMagic after being 
frustrated by the tedious process of play r - 
ing over the IRC. 

Some have taken Internet Magic play 
to the next level, organizing leagues and 
tournaments. “Since there [wasn’t] an 
easy" means of finding other play r ers with 
NetMagic and Apprentice , 1 decided to 
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set up a means for bringing us all 
together,” says Christopher Warden, 
twenty, who runs the Planeswalker 
League for Internet players. Warden 
maintains a website (see “Web Spinning,” 
at right) where anyone can sign up, find 
the email addresses of all the other play¬ 
ers, report match scores, check up on the 
latest league news, and track their rank¬ 
ings—all free of charge. In its four 
months of existence, the league has grown to 
seven hundred players strong—and it’s 
still growing, with members from all cor¬ 
ners of the world. “I never imagined it 
would get such a big response as it did,” 
he says. 

The I mpac t o n th e G ame _ 

In addition to changing how the game is 
played, the Internet has had a big impact 
on development of the game itself. 
“Everything happened faster because of 
the Internet,” says Garfield. “Rules, clari¬ 
fications, cleanup—that all happened 
faster because of the Internet.” 

The speed and massive connectivity' of 
the Internet changed Wizards of the 
Coasts original policy on card lists— 
which was not to release them. “The rea¬ 
son that no card lists were given out in the 
beginning was because 1 wanted the game to 
have an element of mystery surrounding 
it... I saw the world originally as this illusion 
of infinity rather than a list,” Garfield says. 
“But it became clear by Antiquities that 
anything we did was going to be com¬ 
pletely analyzed within a week of coming 
out. It didn’t matter if we printed the lists 
or not; they’re going to be out there.” For 
instance, within forty-eight hours of the 
Alliances sneak-preview tournament in 
mid-May, an Alliances list, complete with 
names, card text, and casting costs, was 
available on the World Wide Web. 

Too Much Information? _ 

The Internet Magic community' is far 
from perfect. Here you find the same dis¬ 
tractions and offenses you’ll find in any 
community: cheating, fraud, petty dis¬ 
putes, and name-calling. “About the same 
time I started playing Magic, I signed 
onto AOL (America Online), and I found 
the Magic areas there. I cut some really 
bad deals through trading boards there,” 
say's Brant Guillory, an Army officer 
based at Fort Hunter Liggett in Califor¬ 
nia. “I was a little disappointed at how 



B y far the easiest and most user-friendly part of the Internet is the World Wide Web, 
a global network of pages with text and (for the most part) graphics linked to each 
other. There are hundreds of Web pages devoted to different aspects of Magic: 
rulings, card lists, deck lists, price lists, strategies, tournament dates.... The list goes on and on. 
Here are a handful of useful ones.This list is by no means definitive or exhaustive; many of 
these pages have links to other good Magic pages. 

Wizards of the Coast’s 

Official Home Pase _ PmNESW A LKE R i£fiL<aU6 - 

http://www.wizards.com http://www.voicenet.com/-warden/mtg 


The official home page ofWizards of the 
Coast, this page contains official information 
about new releases, up-to-date company 
announcements, and the latest tournament 
rules. It also contains the sites for the Arena 
league, the Duelists Convocation Interna¬ 
tional, and The Duelrst Online (http://www.wiz- 
ards.com/ Dueiist/Welcome.html). 


Tired of playing Magic with the same oppo¬ 
nents? Join the Planeswalker League! The 
seven-hundred-member league is still growing. 
Find an opponent, email them, and play away. 
The site also shows each player’s rankings in 
the league. Organizer Christopher Warden is 
hoping to run more online tournaments and 
events in the future. 


MoxPe rl WWW Magic Home Page 

http://mox.perl.com/deckmaster 

Tom Christiansen, who wrote and maintains 
this granddaddy of all Magic pages, has 
poured pretty much everything you need to 
know about Magic into this site.You can 
download complete card lists, look for rulings 
on specific subjects, and so on. Its most pow¬ 
erful feature is a search function that allows 
you to search the card or ruling databases for 
any number of criteria. It also has an archive of 
Jeff Franzmann’s “Single-Card Strategy” arti¬ 
cles. among other goodies. 

Magic: The Gathering 

Carp Database _ 

http://www.public.iastate.edu/ 
-playground/magic/index, html 

This site contains quite a few articles, along 
with rulings, card lists, and other niceties. Its 
biggest feature, however, is a card database 
that not only lists the information on every 
card but provides related rulings and sug¬ 
gested combinations. 

Vault Magazine - 

http://www.pathcom.com/ 

-elkouby/vault.html 

What happens when a bunch of people on 
IRC get fed up with the writing in some of the 
TCG magazines? Start their own, of course. 
“We thought we could do a better job,” says 
founder/publisher Joseph Elkouby.The online 
magazine contains some strategy articles and 
many deck lists, as well as archives of back 
issues. Vault is published monthly. 


Cloister’s Trading Card 

Price Usi _ 

http://www.hhhh.org/cloister/ 
pricelists/index, html 

Curious what your collection would fetch 
right now? Site owner Jason Black has auto¬ 
mated this site to go through each weeks 
listed prices on the Usenet Magic groups 
and calculate the high, low, average, and 
median prices for every card mentioned. 

Not too glitzy, but very useful if you're buy¬ 
ing, selling, or trading. 

NetMagic (CYM Technologies) 

H£ME Page 

http://haven.ios.com/-mochs 


Here’s the home page for NetMagic, a Win¬ 
dows program that lets you duel others over 
the Internet. Download the latest version 
from here for free. 


APJLBMNJXGM. ti-QM E P.A.GI, 


— 


http://www.singnet.com.sg/-snton 

This is the home page for another Windows 
program that lets you duel over the Internet, 
Apprentice is also free, and you can download 
the program from this page. 

■ 


The Library of Dominir 


http://www.tranquility-base.com/magic 


Need a quick deck? Look no further than 
this excellent site, written and maintained by 
Gilles Dignard. Its searchable database lists 
several hundred different decks, classified by 
author, type, title, and approximate cost 


THE DUELIST SEPTEMBER 1996 55 































many people were jumping to take advan¬ 
tage of a newbie [new player], and it has¬ 
n’t gotten any better.” 

And though there’s a lot on the Inter¬ 
net that’s extremely valuable, you often 
have to wade through a lot that’s useless. 
“You can just get bogged down in huge 
quantities of drivel,” says Garfield. “That’s 
actually why in Netrunner, 1 made a card 
called Newsgroup Filter, which takes up 
not one but two memory units—it’s an 
enormous program. It’s supposed to filter 
the drivel out of the Internet, and if you 
do that, it provides two bits per turn; it’s 
just an incredible resource.” 

The Internet has also catapulted hoaxes 
and rumors into Magic folklore, like the 
mythical Throat Wolf, a creature that sup¬ 
posedly had “double first strike” or “firstest 
strike,” among a slew of other abilities. 

“Even when playing with my group of 
thirty to forty people in playtesting, there 
were rumors about cards that existed that 
didn’t really exist,” Garfield remembers. 


“Somebody would get confused about a 
card title, call it incorrectly, someone else 
would report it as being some card or 
another.... There was one point where 
somebody traded a lot of cards for some 
moose slippers. Somebody had assumed 
that [Moose Slippers] was a card, but it 
was actually moose slippers.” 

Fundamentally Social _ 

Ultimately, what the Internet provides is 
something fundamental: the ability to 
meet and talk to other people. “I think 
the Internet has had a unifying effect on 
Magic,” says Vaults Elkouby. “It generates 
a sense of community that’s really impor¬ 
tant for such a social game.” Vault was a 
result of such an effect: it was dreamt up, 
started, and staffed by Elkouby and a 
group of IRC friends. “Through just talk¬ 
ing and sharing common interests and 
experiences, my love for the game grew,” 
says Elkouby. “The fact is, I spend hours 
with these people every day chatting, not 


only about Magic, but coundess other 
topics as well.” 

Which can lead to “regular” friend¬ 
ships. Florida’s Maysonet, for instance, 
first met girlfriend Cathy Nicoloff, also a 
Magic player, over the Internet—on the 
IRC. It turned out Nicoloff lived a few 
hours north of Maysonet. “We started 
talking on the phone because she wanted 
me to teach her some Magic strategy,” he 
remembers. They met in person for the 
first time when she visited at a tourna¬ 
ment, “and we hit it off real well,” he says. 
“Before you knew it, we were dating. 
Now we see each other ever)' weekend.” 

But the Internet still figures promi¬ 
nently in their relationship. “Even now 
we get on the Internet and talk to each 
other,” says Nicoloff. “Its cheaper than 
long distance.” 

Jeff Lin is a senior editor for The Duelist 
Illustrator Douglas Shuler drew Magic's first 
Serra Angel and has produced artwork for every 
Magic expansion. 


Plugging In 


G ot a computer with a connection to the 
Internet or at least email? Then you. too, 
can join the thousands of other Magic players 
around the world who are plugging in. Here's a 
quick reference locator to get you started. 

USEHET _ 

This global bulletin board contains the bulk of 
the discussion on Magic. Strategy, deck build¬ 
ing, game play, trading, sales—it’s all here.The 
different groups to check out are: 

rec.games. trading-cards, magic, strategy 
A high-traffic area, this is the place for discus¬ 
sion about Magic strategy, deck building, and 
game play issues. 

rec. gomes, trading-cards, magic, misc 
Another high-traffic area, here you'll find dis¬ 
cussion of everything else related to Magic: 
tournament reports, rumors, debates. 

rec. gomes, trading-cards, marketplace, 
magic.auctions fi rec.games.trading- 
cards, marketplace, magic, sales 
These are the places to go if you’re looking to 
buy, sell, or trade Magic cards. 

Other Services 

Wizards of the Coast also has active network 
representatives on America Online, Compu¬ 
Serve, Prodigy, and the Microsoft Network, 
among others. 


• On America Online, contact WotC or 
WotCCST to find all the places 
Deckmaster games are discussed. 

• On CompuServe, Magic discussion happens 
in the CARDGAMES forum, section 15: 
'Magic Talk,” and section 16: “Magic 
Games.” Additional discussion may be found 
in section 19: “Game Card Trading” and in 
the CARDS forum, section 4: “Game Cards,” 
section 18: “Game Card News,” and section 

19: “Game Card Auctions.” 

• On Prodigy, contact GFHV50A for all the 
places where Wizards of the Coast’s games 
are discussed. 

• On the Microsoft Network, visit the Wizards 
of the Coast folder, which is found in the 
Interests, Leisure, and Hobbies category. 

Internet Relay Cha t (IRQ _ 

The IRC allows you to talk to other players 
around the world live, in real time. Get yourself 
a chat program and log on! On Undemet and 
EFNet. most of the discussion happens on 
channel #MTG and #MTGIeague. 

Em ail Lists _ 

Don't have access to Usenet? You can get filled 
in on the latest discussions via email. A note of 
caution: subscribers to these lists get a lot of 
email messages! 



LIST NAMETORtCS _ 

mtg-i General discussion of 

Magic: the Gathering 

mtg-strategy-l Advanced strategy for Magic 
mtg-auction-l List of auctions of Magic cards 

mtg-trading-l Trading and collecting 
Deckmaster cards 
mtg-trade-auc-l List of trade auctions 
duelist-l Discussion of The Duelist 

magazine 

convocation-1 Discussion of The Duelists’ 
Convocation 

To subscribe to any of the lists, send an email 
request to listserv@orocle.wizards.com. 

(Be sure you send it there and not directly to 
one of the mailing lists!) Your request should 
say only this, all on one line: 
subscribe list name your red name. 

Make sure your message doesn’t contain 
“signature” text or other noncommand data. 

Email Wizards of the Coast customer service. 
Game rules-related questions should be sent 
to questions@wizards.com and nonrules 
questions to custserv@wizards.com. 
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DALLAS QUALIFIERS 


Atlanta, GA 
Baltimore, MD 
Boston, MA 
Chicago. IL 
Corona, CA 
Cuyahoga Falls, OH 
Dallas, TX 
Denver, CO 
Honolulu, HI 
Iowa City, IA 
Kansas City, KS 
Las Vegas, NV 
Lincoln, NE 
Little Rock, AR 
Los Angeles, CA 
Lubbock, TX 
Miami, FL 
Minneapolis, MN 
Hew York, NY 
Phoenix, AZ 
Portland, OR 
Provo, UT 
San Jose, CA 
Sandusky, OH 
Seattle. WA 
Syracuse, NY 
Toronto, Canada 
Vancouver, Canada 
Washington, D.C. 

Witchita. KS 

Plus other locations worldwide 









r 


«OTO^ 

Advance Registration: 1-800-324-6496 

$15 in advance or $20 at the door 

Compete for invitations to the $250,000 
Dallas professional tournament in 
Dallas, Texas, November, 1996 


® Two Master division winners and one Junior division 
winner will receive invitations to the Pro Tour. 

® S500 travel purse and other prices for winners. 

© ice Age™ / Alliances™ constructed format. 


Call (206) 624-0933 or 
check the Wizards of the Coast 
website (http://www.wizards.com) 
for up-to-date 

information on qualifiers near you. 


Wfzards I 

OF I tit ( OAS rfl 


Gathering 


Magic: I he Gathering • 













DRACTUS 




YOUR GAMING 
DISTRIBUTOR 


DRACTUS PUBLISHING IS PLEASED TO CARRY 
THESE FINE ATLAS GAMES PRODUCTS: 

Lunch Money"* card game. Its quick play and sassy look have made 
this new release the "talk" of the hobby. 

Once Upon a Time “ card game. The hot-selling and highly 
acclaimed storytelling game based on classical fairy tale elements. 

On the Edge"* and its expansions: Cut-Ups, Shadows, Arcana, and 
Cloaks (coming fall '96). Selected as best playing collectable card 
game of 1995 by Carnes magazine. The Burger Box Mixed Display" 
available June '96. Learn about the strange island of Al Amarja with 
Surviving on the Edge players' guide. 

Ars Magica and Over the Edge roleplaying game product lines. 
Look for fourth-edition Ars Magica and second-edition Over the 
Edge core books available this summer/fall. Also look for new 
Cyberpunk" & Champions" adventures. 


Atlas Games 
Avalon Hill 
Companion Games 
Daedalus Studio 
Decipher 
Dream Pod 9 
Enor 
FASA 


WE CARRY THE FOLLOWING PRODUCT LINES: 

Optimus Design Systems T.S.R. 


Flying Buffalo 
FPG 

Geo Hex 

Hogshead Publishing 
Iron Crown Enterprises 
Khalsa Brain Games 
Systems 
Koplow 


Mayfair 
Palladium 
Phage Press 
Precedence 
Ral Partha 
Reaper 

Scrye Magazine 


U.S. Games Systems 
West End Games 
White Wolf 
Wizards of the Coast 
Wizard Press 
Wordware Press 


HAVE YOUR LOCAL RETAILER 
call (613) 744 5225 or fax (613) 744-6783 


Magic" mail ordlr 


THIRD EDITION [HfYISfBT) 

Clone.$6 

Demonic Hordes.$10 

Fork.$19 

Serendib Efreet.$6 

V. Doppelganger.$18 

Dual Lands.$12 

Complete Set.$295 

ki oocr 3© Ear** Sw&is «nuo£— cui 

fOURTH fDITlOH'* 

Carrion Ants.$6 

Force of Nature.$9 

Killer Bees.$5 

Leviathan.$7 

Royal Assassin.$14 

Shivan Dragon.$14 

Complete Set..$295 

ki ox>ta 4i© Eon** Sams mjeki—CAa 

la AH" 

Crown of the Ages.$7 

Deflection.$15 

Enduring Renewal.$9 

Jester’s Cap.$25 

Jester’s Mask.$19 


Lhurgoyf.$8 

Seraph.$12 

Complete Set.$295 

All ot*s Ice Age Stozs awuof-o*u 

ALLIANCES^ 

BakJuvian Horde.$19 

Helm of Obedience.$12 

Lake of the Dead.$10 

Lord of Tresserhom.$12 

Storm Cauldron.$10 

Arabtan A/gros* Chronicles" 

Antiquities Homelands" 

Legends" Alpha/Beta/ 

The Dark" Unlimited" 

Failen Empires * Out-of-prints 

SINGLES AVAILABLE fOR 
COMPLETE SITS 

Alpha.$3,500 

Beta.$2,900 

Unlimited .$2,100 

Revised .$295 

Antiquities .$250 

Legends .$950 


The Dark .$150 

Fallen Empires .$50 

Ice Age .$295 

Fourth Edition.$295 

star Wars* limited 

DarthVadar .$35 

Han Solo .$35 

Leia.$29 

Luke.$35 

Millennium.$29 

Obi Wan.$35 

Complete Set.$495 

ki ono Sw Wars Spots ***&£—c*x 

»MC — 

B. Crusher.$29.$15 

Data.$39.$25 

D.Troi .$29.$15 

L. LaForge.$29.$15 

J. Picard.$39.$25 

Enterprise.$39.$25 

Future Ent.$95.$85 

Complete set $495....$295 
Alt Univ set ....$179 ....$179 
Au cran Sufi Tfif* Sm&zs «*uaz-~c*i 



Wyvern" 

On the Edge" 

Doom Trooper- 


Illuminati" 

Towers in Time" 

Doom Trooper: 

!l VJ *' 

Rage" 

SIM City- 

Inquisition" 

I $19 EA./3 FOR $49 

Rage: Umbra" 

Blood Wars" 

AND MORE! 



CARD EMPORIUM 

Order Only 800-875-9105 
612-541-0766 
8028 Hwy 55 
Golden Valley, MN 55427 


ORDERING INSTRUCTIONS 

1. Minimum order $10 

2. $4 minimum postage & handling 

3. Phone reservation required 



RETAILERS 


1. Magic: The Gathering 

5. Sports Cards 

2. Star Trek 

6. Pogs 

3. Star Wars 

7. Price Guides 

4. Non-Sports Cards 

8. Supplies 

Call for further information. Vfcsf Nave a business license. 

VISIT OUR TWO RETAIL STORES IH MINNESOTA 

8028 Hwy 55 Golden Valley 

1310 S Wyzata Bhd 

Golden Valley* Shopping Ctr 

Wayne {Next to KFC) 

{612} 541-1340 

(612) 476-0931 

M-F10-9 Sat 10-8 

M-F10-9 Sat 10-8 

Sun 11-6 

Sun 12-6 

Both stores cany large seieebons of collectible card game singles, 
sets, and booster boxes. They aiso carry comic books, non-sports cards, 

sports cards, fitted hats, and pogs. 


8 denotes a registered trademark and ™ denotes a trademark owned either by Wizards of the Coast Inc., or by others. Most product names are trademarks owned by the companies that publish those products. Use of the name 
of any product without mention of trademark state should not be construed as a challenge to such state. Wizards of the Coast, Magic The Gathering, Aeuhiui Sights, and Antiquities are registered trademarks Unlimited Legends. 
Revised, The Deri, Fallen Empires, Ice Age, Fourth Edition, Chronicles, Homelands, and Alliances are trademarks of Wizards of the Coast Inc. 




























































































A Look At Proteus 






n Netrunner, you can’t afford not to take chances. If you don’t risk a run on 
unknown ice or try to bluff your opponent into ignoring that game-winning agenda, 
you’ll never get ahead. Its also about staying power; you may come on strong, but 
you’re not going to make it to the end game if you don’t stay strong. 

With the initial success of the basic game and the promised strength of its first 
expansion, Proteus , it seems the creators of Netrunner know what their game is about. 

The much-anticipated third trading card game release from Richard Garfield and 
Wizards of the Coast didn’t fall short of expectations. The first print run of the 
game, released in April, met with rave reviews, and an unlimited edition of the game 
is on the way. But the folks on the Netrunner design team (Garfield and longtime 
TCG developers Jim Lin and Tom Wylie) don’t seem content to rest on their laurels. 
Before the basic set was off the presses, they had already begun work on the first 
Netrunner expansion, Proteus. 

One of their first goals with the new set was to expand on ideas that they felt were 
shortchanged in the basic game. “We had to cut back a lot of good ideas from the 
original set because we didn’t have time to playtcst them properly,” says Lin. “For 

example, we didn’t do that much with viruses 
because we were afraid they would turn out to 
be degenerate cards. Now that we’ve had more 
time to playtest, the viruses in this set are much 
more powerful and don’t break the game.” 

But balancing card powers wasn’t the team’s 
only concern; the designers worked haud to 
preserve the balance between the two sides. 
Concerned that the Runner’s more risky, reac¬ 
tive role might discourage some players, they 
tried to give the Runner more control over the 
course of the game with new card types like 
hidden resources and badpublicity (see sidebar, p. 
60). Initially, this kind of focus was a chal¬ 
lenge: “Just like it’s usually easier for new 
players to grasp how to play the Corp, it was 
easier at first for us to come up with new card 
concepts for the Corp side,” admits Lin. Chief 
among these are new, treacherous varieties of 
ice, including the versatile “morphing” ice (see 
sidebar, p. 60). 

Appropriately enough, it was this innovation, which originated with the Corp and 
was adapted for the Runner, that gave the set its name, and that lies the heart of the 
expansion’s story'. In an abandoned data fortress deep in wilderspace, runner Max 
Forward rediscovers a technology lost in the aftermath of a brutal corporate war. The 
“Proteus algorithms,” named for the Greek sea god who could change form, allows 
ice to transform itself from one category of countermeasure to another to hinder the 
advance of intruders. This newfound tech quickly spreads throughout netspace; 
while the runners use it to develop new icebreakers, the corporations, concerned 


Keep your syEs 
PeeIecI for ths first 
NEtrunnEr Expansion! 

by Kathryn L. Haines 


SOMETHING OLD, 
SOMETHING NEW: 

Cards like Viral Pipeline strengthen 
ideas from the basic game and 
introduce new elements to Netrun¬ 
ner ; including the work of electronic 
artist David Ho (above). 
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COLONEL FAILURE: /Vo one does big ice like 
the military. Illustration by Mark Tedin. 


INSIDE 



Forward Thinking 

W elcome to the age of Runner liberation. 
The first Netrunner expansion intro¬ 
duces several new card concepts that 
put the Runner in the driver's seat for a 
change. In the basic game, the Corporation 
is the player with all the information: the 
Corp determines what agenda is at stake 
and what sort of playing field the Runner will 
encounter. Proteus introduces several 
classes of cards designed to give the Runner 
more control over his or her fate. 

Hidden resources are cards that the Run¬ 
ner installs face down and that can be 
trashed to generate a surprise effect. Now 
both sides can take advantage of hidden 
information to surprise and intimidate their 
opponents. Imagine having a hidden Swiss 
Bank Account that you could liquidate to 
gain bits, or a secret Bolt-Hole to crawl down 
to avoid 2 meat damage. Or imagine holding 
a get-out-of-jail free card like Back Door to 
Netwatch, which can be trashed to cancel 
the effect of a successful trace. 

That's not the only high-tech trick you 
can slip up your sleeve. Now you can punish 
that ruthless Corporation with some bad 
publicity. Akin to poison in Magic, bad 
publicity points can cost the Corp the game, 
even if it meets other victory conditions. 


about the potential effects of this 
unknown technology, demand that the 
algorithm be researched before it is used. 
One such company is Futokora Corpora¬ 
tion, which fladines Forward in a belated 
attempt to prevent the spread of Proteus. 
Reaction to Forward s death, combined 
with the financial instability that the new 
algorithm causes in the corporate world, 


plunges cyberspace into virtual war. 

This classic cyberpunk struggle over 
technology is captured in the expansions 
stunning illustrations. “If you liked the 
art in the basic game, you’ll love the art 
in Proteus ” promises art director Craig 
Hooper. “The quality and consistency of 
the work is amazing.” When commis¬ 
sioning the art, Hooper used artists 


Cards that threaten the Corp in this way take 
a variety of forms, including the virus Seal- 
dan (a successful run on HQ gives Corp a 
thirty-three percent chance to get a bad 
publicity counter every turn) and the prep 
Subliminal Corruption (the Corp gains 1 
bad publicity point for every advertisement 
trashed during that run). 

Proteus also expands on an idea intro¬ 
duced by Edited Shipping Manifests in 
Netrunner: the tag as a self-imposed penalty. 
Proteus indudes numerous cards with pow¬ 
erful abilities that tag the Runner who uses 
them. A good example of this is Remote Det¬ 
onator, which trashes all rezzed ice on a suc¬ 
cessfully run fort and gives the Runner three 
tags. Previously, the Corp could afford to 
leave "bagging" cards out of its deck; the 
increase of self-tagging cards in Proteus puts 
much more pressure on the Corp to play 
with cards that punish tagged Runners. 

Other Runner card types get a boost in 
Proteus. Viruses, which are relatively weak in 
the basic set are back with a vengeance. 

With Viral Pipeline, for example, all it takes is 
three successful runs-one each on R&D, HQ, 
and the Archives-to force the Corp to choose 
between losing an action every turn or fore¬ 
going three actions to destroy the virus. 

Corporate Stratagems 

idden resources, bad publicity, and self¬ 
tagging increase the power and flexibil¬ 
ity of the cards at the Runner's disposal 
and give him or her a leg up in the race for 
control. But don't worry; there's more for 
the Corp to look forward to from the expan¬ 
sion than traps and power plays. Proteus 
offers several major breakthroughs in corpo¬ 
rate technology. The most important of these 
is variable or "morphing" ice. While these 
are a little more expensive than normal ice, 
they dramatically increase the Corp's flexibil¬ 
ity in dealing with the Runner's offense. Is 
your opponent about to slice through your 


defenses with his or her complement of 
killers? Then you'll appreciate Sumo 2008, a 
strength-5 sentry that you can change into a 
wall when you rez it Other variable ice can 
change strength when rezzed (Digiconda), 
add subroutines when encountered (Ice¬ 
berg), or even add subroutines when rezzed 
(Tower of Babel). (To deal with this new 
threat the Runner gains a few similarly mal¬ 
leable icebreakers, like Morphing Tool, 
which can change the kind of ice it breaks. 
Watch out, though; for technology like this 
you'll have to pay cutting-edge prices!) 

Proteus also alters the relationship 
between the strength of ice and its position. 
In the base set there are several pieces of 
ice (Neural Blade, Watchdog, etc) that are 
best as the outermost piece of ice, but only 
one piece of ice (Virizz) that's best in the 
innermost position on the fort Proteus 
equips the Corporation with more ice whose 
abilities are enhanced by the inside position. 
A good example is the sentry Minotaur ("For 
each rezzed code gate or wall installed out¬ 
side Minotaur, Minotaur has one "-End the 
run" subroutine."). 

Other ice allow you to maximize their 
effectiveness by moving them around in a 
fort like Walking Wall. Additional innova¬ 
tions in ice design include ice that returns to 
the Corp's hand when passed, either as a 
penalty (e.g., Twisty Passages, which forces 
the Corp to pay 0 to keep the ice in play) 
or as a boon (e.g.. Tumblers, which, if 
passed, lets the Corp uninstall it store it in 
HQ, and gain 0). Other forms of ice, like 
Chihuahua, offset their low strength by giv¬ 
ing the Corp bits when rezzed. And of 
course, what would an expansion be with¬ 
out bigger and bigger ice? We can't tell you 
just how big Toughoniurrf Wall and Colonel 
Failure actually are, but let's put it this way: 
when the Corp has 14 bits, the Runner's 
going to be thankful the Corp can only 
afford a Liche. -K. L H. 
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whose talent and technique, rather 
than their preference for the genre, 
distinguished them. Perhaps it was 
this approach that enticed such well- 
known figures as Rick Barry and 
Moebius to contribute work to the 
set. The result was the “showpiece 
expansion” that he and David Acker¬ 
man, R. Talsorians art director, had 
hoped for. 

Proteus continues the mixed-media 
approach of the original set; the 
inside-the-Net pieces are computer¬ 
generated while real-world activities 
are captured in the painted works. 
Although Hooper claims not to pre¬ 
fer one style over the other, he does 
admit that working with electronic 
media is a unique experience. “The 
computer stuff amazes me a lot more. 
The technology is changing so 
rapidly; it’s neat to try to figure out 
how the artists generate their effects.” 

The flavor of the expansion is also 
liberally laced with the dark, cynical 
humor that characterized the basic 
set. “WotC’s a big enough place that it 
suffers from something of a corporate 
mentality,” notes Bob Kruger, the 
game’s editor. “In the flavor text, we 
spend a lot of time taking things we 
see around us to their logical and 
perverse extreme. It’s a great way 
to let off steam!” laughs Kruger, 
w r ho orchestrated and edited the 1 
flavor text for another trading card 
game with an attitude, Shadowfist , 
(Daedalus Games). “If you think 
this stuff is hard-edged, you should 
see some of the flavor text we cut !” 
Like the flavor text for Expendable 
Family Member, which evolved from 
“And you thought your brother-in-law 
was useless ... ” to “... and that’s for 
grounding me on prom night!” to the 
card s current line, “I am an only 




Hone your 
deck designs 
with this 
Netrunner 
playtesting 
tool 



Assault 
m corporate 
headquarters 
with the Runner's 
HQ Attack deck, 
and experience 
the thrills of the 
Corps infamous 


child—now.” 

Proteus promises to be an impres¬ 
sive follow-up to Netrunner s initial 
success. The 150-plus card expansion 
is currently scheduled for release in 
September, and a second expansion is 
tentatively planned for early next year. 
“If players demonstrate that they 
want more of a good game,” says 
Netrunner brand manager, Jean 
Flynn, “I know we can deliver.” 8 


‘tag-and-bag" 

deck 


The Multideck 

by Jonathan Tweet and Glenn Elliott 


s most trading card game players can attest, nothing compares 
to the thrill of hitting upon a new deck design idea. But after 
the initial burst of creativity produces a general deck structure, 
there’s still a lot of work to be done. This is the tedious part of 
deck construction, a process of adjusting the deck, card by 
card, to determine the effect of each part on the whole. The 
deck builders initial designs form a sort of “meta-deck,” within 
which numerous, detailed deck scenarios are enacted. 

The “multideck” is a generalized version of a meta-deck, 
designed to give you the basic building blocks you’ll need for 
your Netrunner deck while providing flexibility for exploring 
different deck themes. While the deck is unlikely to win many 
tournaments, frequent play with it will reveal many wanning 
Runner strategies, leading you to better, more focused decks 


of your own. 

Each multideck consists of 
two parts: a thirty-five-card 
“core” of basic cards and a “kit” 
of ten or so specialty cards. To 
facilitate deck construction, 
the core cards we suggest are 
common and vital cards. Feel 
free to use appropriate uncom¬ 
mon or rare cards in place of 
the cards listed (Sneak Preview 
for Temple Microcode Outlet, 
Mazer for Keeper, etc.). 

The kits included here 
show you how to adapt the 
multideck to a specific theme. 
While they’re not examples of 
killer Netrunner decks, they 
can provide the basis for your 
own tournament-winning 
creations. 


The Runner's Core 


We’ll first examine the core in 
detail and then look at the 
HQAttack Kit, designed to 
let you hurt the Corp with 
runs on HQ^ 

The core cards in this 
Runner multideck support 
basic Runner actions. There 
are icebreakers to let you 
make successful runs, money 
cards to pay for installing and 
using the ’breakers, deck- 
searching cards to get you 


’breakers when you need 
them, and a few cards that 
help you avoid traces, tags, 
and damage. With those 
functions covered, you’ve got 
a solid, playable deck. 

Break the lee. Naturally, the 
core has ways to handle all the 
basic types of ice the Corp 
will throw your way. It also 
includes ’breakers with differ¬ 
ent strengths to allow you to 
adapt to the Corps defenses. 

For walls, the core has 
Hammer and Pile Driver. 
These two icebreakers are vir¬ 
tual opposites: Hammer 
knocks through small walls 
cheaply, and for just 0 , Pile 
Driver blows through any 
wall the Corp can rez. To get 
through code gates, the core 
has Codecracker and Cyfer- 
master". Codccracker zooms 
through weak code gates 
cheaply and lets you blow 
through additional subrou¬ 
tines as if they weren’t there. 
Cyfermaster", on the other 
hand, needs 0 to break each 
subroutine, but it’s strong 
enough to get you through 
big code gates for less than 
Codecracker. 
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Sentries are nastier and 
often more numerous than 
walls or code gates, so it pays 
to stock up on sentry breakers. 
For this, the deck has three 
killers: Raptor, which is cheap 
so you can get in into play fast, 
and Shaka and Loony Goon, 
which are more expensive hut 
which do better against 
medium-strength and high- 
strength sentries, respectively. 

Mbntty&niiDB. Money makes 
the Runner’s world go ’round, 
so this deck doesn’t skimp on 
it. Eight resources give you 
lots of cash: Short-Term 
Contract offers a quick, small 
profit, while Rigged Invest¬ 
ments takes several turns 


Joe lets you get more cards 
faster. To help get specific 
programs, there are two Tem¬ 
ple Microcode Outlet and 
two The Short Circuit. And 
Gideon’s Pawnshop lets you 
retrieve that critical card from 
the trash. 


Force Shield for a little dam¬ 
age prevention, making it safer 
to make runs against unrezzed 
ice and possible traps. 

Adding] aj Nkitt. This 

Runner core is designed to 
handle a little of everything. 


pain in other ways. The best 
way to win is still to get agen 
das from subsidiary data tom 
or from R&J) (agendas you 
get on HQjuns are gravy), 
but runs on HQallowyou to 
weaken the Corp s defenses, 
making scoring agendas in 


F 

^ kr breakers 

M Hammer 

l ^ Pile Driver 

^ Shaka 

^ Raptor 

L Loony Goon 

^ Codecracker 

^ Cyfermaster™ 

Money rviancrs 

Corolla Speed Chip 
3 Livewire's Contacts 
3 Score! 

ZZ22 Speed Chip 


The Runner Core 



2 Rigged Investments 

3 Broker 

3 Short-Term Contract 

Card Takers 

3 Jack 'n'Joe 
Gideon's Pawnshop 
2 Temple Microcode Outlet 
2 The Short Circuit 

Life Savers 

Back Door to Hilliard 
Fall Guy 

Baedeker's Net Map 
Force Shield 



The HQ Attack Kit 

2 Security Code WORM Chip 
Core Command: Jettison Ice 
2 Synchronized Attack on HQ 
HQ Interface 
Forged Activation Orders 
Inside Job 
Social Engineering 
R&D Interface 


to pay off but pays more. 
Broker’s profit is slow, hut it 
keeps on paying. The two 
hardware cards, ZZ22 Speed 
Chip and Corolla Speed 
Chip, will he useful in fueling 
your killers, your most expen¬ 
sive icebreakers. Six prep 
cards, three Livewire’s Con¬ 
tacts and three Score!, give 
you a little money fast. 

(Sirtt (Hardk Fasti. The core 


Safety liastl. Finally, to protect 
your precious self, the core has 
four tricks up its sleeve. Back 
Door to I lilliard gives you 2 
link for free, effectively mak¬ 
ing all trace attempts cost 0 
more for the Corp. Baedeker’s 
Net Map also gives you free 
links; although it’s a program 
that takes up an MU slot 
(that’s bad), you can retrieve it 
with either Temple Microcode 
Outlet or The Short Circuit 


packs six preps and two 
resources to help you obtain 
the cards you 
need. Jack ’n’ 


(and that’s good). And, if the 
Corp traces you despite vour 
links, Fall Guy is a cheap way 
to avoid a tag. You also have 



There’s No Place 
Like Home... 

A business that thrives in one area of the world 
can perish in another, depending on the 
strengths of that region and the nature of the 
surrounding markets. Here we look at the benefits of pursuing 
certain goals at certain points on, above, or below the surface. 

Crystal Fiber Station Grid and kr Transmutation. The lag time 


in communications between an orbital station and the surface has minimal 
impact on our operations, but it seriously hampers the Runner's attempts at 
intrusion. The upgrade Crystal Palace Station Grid takes advantage of this by 
increasing the cost to break all subroutines by 0. Unfortunately, we need 
ice that is plentiful or complicated to really hamper the Runner this way. But 
by advancing Ice Transmutation and using its ability on ice protecting the 
fort Crystal Palace Station Grid is installed in, we can create just this kind of 
complicated ice while accumulating agenda points. 

Rio de Ja ne iro Gty Grid and Vacuum Link. This is another exam- 


To play these core cards with¬ 
out a special kit, throw in 
another ten cards that get you 
bits or more cards. (No kit is 
worthwhile if it can’t do better 
than a bits-’n’-cards kit.) 


” -i5 Kit 


A good kit enhances the core 
by adding capabilities it does¬ 
n’t have. This one, the HQ_ 
Attack Kit, hurts the Corp 
with runs on HQ^ You may 
score agendas and trash cards 
when you run HQi but with 
this kit, the primary objective 
of running HQjs to inflict 


other ways much easier. 

There are five mean preps 
you can play if you’ve success¬ 
fully run on HQ^ Security 
Code WORM Chip gets rid 
of unrezzed ice. Core Com¬ 
mand: Jettison Ice removes 
bothersome ice that the Corp 
has already paid to rez. And 
playing Synchronized Attack 
on HQjifter a successful run 
on I IQjforces the Corp to 
lose all its cards or pay a 
pretty' penny to keep them. 
And as long as you’re running 
on l IQso you can play these 
nasty preps, why not access 


U N N E 


pie of a region that is not especially detrimental to business but which can 
wreak havoc on attempts to break in. Rio de Janeiro City Grid has a one-in- 
six chance of ending the run each time the Runner passes rezzed ice. Com¬ 
bined with Vacuum Link, which has a one-in-two chance of cycling the 
Runner through our defenses again, the likelihood of a dropped connection 
and an end to the run approaches virtual certainty. 

Roving Submarine and Political Overthrow. Overthrowing an 
uncooperative regime is a risky and expensive proposition, and it shouldn't 
be plotted where prying Runners are likely to spy our plans. One of the bet¬ 
ter places to conceal such an undertaking is in a sub. When we don't expect 
the Runner to be able to run next turn, we install Roving Submarine and 
Political Overthrow in a fort-as well as installing any ice we need to keep 
the Runner out. On turns when the Runner's bits are too depleted for him or 
her to run on the sub's fort, we can spend some bits to advance Political 
Overthrow; during other turns, we can build up our bit sources so well be 
ready to advance the agenda or shield the sub with more ice when the 
Runner is on the ropes. 
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some extra cards with HQ_ 
Interface? 

Once the Corp sees the 
havoc you wreak when you 
access HQ^it will protect HQ_ 
with big ice, diverting ice and 
bits from other data forts and 
delaying the Corp in its efforts 
to score an agenda. Despite 
beefed-up defenses, you can 
still get into I IQ^ Forged 
Activation Orders forces the 
Corp to rez a piece of ice or 
trash it, allowing you to either 
see ice on HQJbefore you run 
on it or force the Corp to rez 
ice elsewhere, diverting bits 
from its defense of HQ^ 
Inside Job and Social Engi¬ 
neering can help you get past 
HQjce that you cant break 
through normally; once you re 
through, you can use Core 
Command: Jettison Ice to get 
rid of the offending ice. 

Finally, the kit includes R&D 
Interface, which lets you take 
advantage of the weaknesses 
you create in the Corps R&D 
defenses by letting you access 
extra cards. 

Eight of the ten HQ_ 

Attack cards actually attack 
the Corps bits or ice. They’re 
your double whammy: First, a 
Corp that’s forced to protect 
HQhas less ice and fewer bits 
to protect R&D or subsidiary 


data forts. Second, your HQ_ 
Attack cards cost the Corp 
bits or ice directly. With less 
ice in front of its forts and 
fewer bits with which to rez 
the ice it does have, the Corp s 
defenses are down—waiting 
for you to jack in and liberate 
those agendas. 

mu-u.w.,m 

For the Corp, we’ve created a 
robust core that’s strong yet 
flexible, as well as a kit of spe¬ 
cialty cards: a miniaturized 
version of the infamous “tag 
and bag” deck. 

In order to support multi¬ 
ple themes, the Corps core 
must contain most of the 
cards needed to support a 
Corp s basic activities: ice to 
defend forts and consume the 
Runner’s resources, bit-pro¬ 
duction and fast-processing 
cards to fuel corporate activi¬ 
ties, tagging cards to keep the 
Runner on his or her toes, 
and, of course, agenda. 

kr. The core contains three 
walls (Data Wall, Crystal 
Wall, and Fire Wall) and 
three code gates (Sleeper, 
Scramble, and Keeper). This 
ice is skewed towards the 
high-strength end, primarily 
because Worm and Wizard’s 


C K S 


.Es3jffl(Dsil>a iffKtamr ffftniw™ 

'am® is (liLlfi&nrm 

One of the more popular activities for netrunners who have established them¬ 
selves is to take on apprentices. Some do it purely to train allies in the wars 
against the corporations r but most also do it so they someone to run their 
errands and someone to blame when things go wrong-not to mention a body 
to sidetrack a trace or block a bullet Though the typical Wilson won't be up to 
complicated runs like Custodial Position, and won't even have the endurance 
for All-Nighters, there are still a few useful things he can do. 

-tyJlMin, WiteffUnuimur Vpprantiiii: amiiltart du \Xkm%,Ci»rp«irm* 
iitmqu. Two great dupes that work great together! You might be too busy hag¬ 
gling with your Broker or figuring out which organ to donate next to check in 
with Karl, but Wilson can usually find a relatively safe fort, such as the Archives 
or an unprotected advertisement in which to touch base with Karl, potentially 
gaining you a bit If nothing else, it forces the Corp to choose between icing up 
a fort it would otherwise have left unprotected or letting Karl help you to an 
extra bit every turn. 


Book, which break 2-strength 
ice for free, are very popular in 
Runner decks. Similarly, it 
contains Sleeper, not Filter, 
because Codecracker breaks 
0 strength code gates for free. 

To complement our six 
walls and code gates we need 
at least six sentries in the core 
of the deck; we’ve included 
eight. Sentries are the most 
expensive ice for the Runner 
to break, and they have addi¬ 
tional abilities that may deter 
the Runner from running at 
all early in the game. We 
included three common sen¬ 
tries with the ability" to inflict 
damage that also end the run: 
Cerberus, Zombie, and 
Homewrecker \ We also put 
in Asp, a solid, midline trac¬ 
ing ice that can sap the Run¬ 
ner’s bits and an action and 
stop the run. 

Sentries in the killer series, 
which trash programs, also 
make excellent deterrents: 
Banpei can be rezzed cheaply 
early in the game, while Trig- 
german (or Data Naga, if you 
have it) encourages the Runner 
to use larger sentry" breakers. 

Although they do not 
themselves end the run, 
Bolter Cluster and Neural 
Blade are included because 
they can prevent the Runner 


from breaking subroutines on 
the next piece of ice encoun¬ 
tered. As long as they’re not 
installed as the innermost 
piece of ice on a data fort, 
they’re just as effective as ice 
that ends the run. 

While the fourteen pieces 
of ice included in the core 
provide a good assortment, 
many themes require one or 
two additional ice in the 
deck. The tag-and-bag kit 
detailed later includes such 
cards, and you will want to 
include them in any kits you 
design to use with this core. 

Agenda. The core only con¬ 
tains twelve agenda points— 
not enough for a forty-five- 
card deck. (Many agenda 
cards are theme-specific, so 
some of the agenda cards are 
built into the kit.) The core 
agenda, with one exception, 
all produce bits. Corporate 
Retreat, Detroit Police Con¬ 
tract, Hostile Takeover, 
Marine Arcology, and Politi¬ 
cal Coup all generate money 
by various methods, while 
Main-Office Relocation adds 
+2 to your hand size. 

Bit Production. The core 
includes ten money-generat¬ 
ing cards in 



Milium VOfemflununner Apprentice ami 
ffoittingpisti An unsupervised Wilson is a scary 
concept; so is the classic poltergeist. Why not 
throw the two together? The primary use for this 
particular matchup is to trash advertisements 
that the Corp has installed (and possibly 
rezzed). Normally trashing an installed adver¬ 
tisement has two deterrents: you have to take an action to 
do it and it costs too many bits to be worth it However, the extra action you 
get from Wilson and the extra bits you get from Poltergeist neutralize both 
these drawbacks. 

AJilson. NeeHemnnerr Apprentice imiC’uwn. You don't trust Wilson 
with the credit chips, but his limited allowance puts him at even more of a 
disadvantage against heavily defended forts. But with a few Clowns along to 
provide moral support (and to reduce the strength of the Corp's ice), and ice¬ 
breakers with cheap break routines in his tool kit, Wilson can break into places 
the Corp (and you) would have never expected, -compiledby Tom Wylie 


THE DUELIST SEPTEMBER 1996 63 














addition to the bit-producing 
agenda. The four copies of 
BBS Whispering Campaign, 
three copies of Accounts 
Receivable, and three copies 
of Night Shift were chosen for 
their flexibility. BBS Whisper¬ 
ing Campaign is the most effi¬ 
cient common bit-producing 
card available to the Corp if 
you aren’t in a hurry to get 
bits. Accounts Receivable and 
Night Shift provide a smaller 
total bit boost but pay off in a 
single action. 

Fast Processing. Every good 
Corp deck needs a bit of fast 
processing. While there are 
several cards that fit into this 
category, the core contains 
three copies of Management 
Shakeup because it’s one of 
the safest and most flexible 
methods of fast-processing 
agenda. Management 
Shakeup works well with our 
tag-and-bag kit below, but if 
you develop kits that use more 
difficult agenda, use Project 
Consultants instead. 

Tagging. Most Corp decks 
need to be able to tag the Run¬ 
ner, if only to keep the Runner 
honest. Chance Observation 
is included because you can 
usually count on the Runner to 
make runs, while Trojan 
Horse gives you the ability to 


tag the Runner even if he or 
she has a base link card in play. 

Sticking to Your Core Com¬ 
petencies. Even without a 
theme kit to enhance it, the 
core provides the Corp with a 
decent array of offensive and 
defensive options. To play the 
core deck without a kit, add 
six more agenda points, two 
or three more pieces of ice 
that end the run, and four or 
five more bit-producing cards 
to bring the deck up to forty- 
five cards. 

A tag-and-bag deck concen¬ 
trates on doing damage to the 
Runner. Its objective is 
twofold: frighten the Runner 
into playing too cautiously 
so that you can advance your 
agenda unmolested, and 
flatline any Runner foolish 
enough to meddle with your 
plans. 

Tag-and-bag decks are 
more theme-intensive than 
other decks, so this fifteen- 
card kit pushes the total deck 
size up to fifty. Because the 
core deck was constructed to 
support forty-five cards, not 
fifty; the kit needs to provide 
additional ice and agenda. 
Also, since the core deck con¬ 
tains a good ratio of sentries 
to walls and code gates (eight 


sentries, three code gates, and 
three walls), the ice added by 
the kit should come close to 
maintaining that ratio. 

Shotgun Wire and Nerve 
Labyrinth are a rare wall and 
a rare code gate that do Net 
damage and end the run, 
which suits them to the tag- 
and-bag theme. Data Darts is 
another good choice: it does 
damage and, like Neural 
Blade and Bolter Cluster, 
works well as outside ice. 
Mastiff is large, and while it’s 
most effective when installed 
outside another piece of ice, 
its end-run subroutine makes 
it workable as the innermost 
piece of ice on a fort. 

Excuse Me, Mr. Wilson...? 

Tag-and-bag is a two part 
operation, so let’s deal with 
the first part: giving tags. The 
core deck already contains two 
cards that can give the Run¬ 
ner tags, so the kit only adds 
four more. An additional 
Chance Observation increases 
the chances that one will be 
available when needed. Two 
copies of TRAP! are included 
because, in addition to causing 
3 Net damage, they also give 
the Runner a tag. The last 
tag-giving card included is 
Blood Cat. The fact that 
Blood Cat costs 0 to rez 
makes it tricky to use, but if it 



The Corp Core 


The Tag-and-Bag Kit 


Ice 

Shotgun Wire 
Nerve Labyrinth 
Data Darts 
Mastiff 


Agenda 

2 Bioweapons Engineering 
On-Call Solo Team 


Taq 'Em 

Glance Observation 
2 TRAP! 

Blood Cat 


Baq 'Em 

4 Scorched Earth 


Ice 

Cerberus 

Zombie 

Homewrecker™ 

Asp 

Triggerman 
Banpei 
Bolter Cluster 
Neural Blade 
Keeper 
Scramble 
Sleeper 
FireWall 
Crystal Wall 
Data Wall 


Agenda 

Corporate Retreat 
Detroit Police Contract 
Hostile Takeover 
Marine Arcology 
Political Coup 
Main-Office Relocation 


Bit Production 

4 BBS Whispering 
Campaign 

3 Accounts Receivable 
3 Night Shift 

Fast Processing 

3 Management Snakeup 

Tagging 

Chance Observation 
Trojan Horse 


can be protected, the Runner 
will have a difficult time 
escaping from its trace" ability. 

Could You Step Outside for 
a Moment? Now, for the fun 
part—sending the tagged 
Runner home in a body bag. 
Bioweapons Engineering is a 
4-difficulty agenda worth 3 
agenda points that increases 
the amount of damage done 
by sources of meat damage. 
On-Call Solo Team is also a 
4-difficulty agenda worth 3 
agenda points, but it lets you 
do 1 meat damage to a tagged 
Runner. Two copies of 
Bioweapons Engineering and 
one copy of On-Call Solo 
Team push the agenda count 
up to twenty-one, which sup¬ 
ports a fifty-card deck. 

Since all three additional 
agendas provide or increase 
meat damage, the kit contains 
only four additional cards that 
inflict damage. We opted for 
four copies of Scorched Earth 
(which does one less meat 
damage but is three bits 
cheaper than Urban Renewal) 
but you might experiment 
with Urban Renewal or Puni¬ 
tive Counterstrike instead. 

When playing this kit, 
don’t forget that there are 
other ways to exploit a tag 
than Scorched Earth. Using 
Chance Observation to tag a 
Runner and then taking an 
action to trash a resource (like 
that pesky Broker) is often 
better than scoring meat dam¬ 
age. Similarly, you don’t have 
to be able to flatline the Run¬ 
ner to make Scorched Earth 
worth playing. Forcing the 
Runner to discard four cards 
can be just as devastating. 

With a tag-and-bag deck, a 
scared Runner is just as good 
as a flatlined Runner. H 

Jonathan Tweet ami Glenn 
Elliott are members of Wizards 
of the Coast R&D team. 


64 SEPTEMBER 1996 THE DUELIST 


















You can obtain the most current ver 
sion of this document from our World 
Wide Web site (hitf://www. wiz¬ 
ards. com) or from WotC Customer 
Services (please send self-addressed\ 
stamped envelope). All page references 
in this document are for use with the 
Netrunner Limited Edition ride- 
book; these references may not work 
with later editions of the rulebook. 

1) What happens to an agenda after it is 
scored? 

The player scoring the agenda gets the 
agenda points, and the agenda card is 
removed from its old location and set 
aside. At this point, it can no longer he 
affected hv either player. If the Corpo¬ 
ration scored it, the Corporation can 
use any special abilities or effects of the 
card. (See pp. 24-25.) 

2) What happens when the Runner draws a 
card from R&D or HQ that is not an agenda 
and does not have a trash cost? 

That card is returned to the location 
from which it came. When returning 
more than one card to R&D, the Run¬ 
ner must maintain the original order of 
the cards. (See pp. 18-19.) 

i 

3) What happens to ice after all the subrou¬ 
tines are broken? 

Nothing special. The Runner has 
passed the ice and can choose to con¬ 
tinue or to jack out. The ice card stays 
in play remains rezzed, and waits for 
the Runner to come along again. The 
Runner isn’t destroying the ice; he or 
she is merely evading or temporarily 
disabling it. 

4) At what point during a run does the 
Runner have to increase the strength of 
an icebreaker? 

During an encounter with a piece of 
ice, the Runner has to decide whether 
or not to break its subroutines. If the 
answer is yes, then the Runner has to 
ensure that the strength of the ice¬ 
breaker is equal to or greater than the 
strength of the ice. If its not, the Run¬ 
ner will have to increase the strength of 
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the icebreaker (if possible) for it to be 
effective. Any increase is good for the 
duration of the encounter with that 
piece of ice; the Runner does not have 
to pump strength up for each new sub¬ 
routine, but the strength increase is lost 
as soon as the Runner s encounter with 
that ice is complete (that is, the Runner 
passes that piece of ice or the ice ends 
the run). (See pp. 17-18.) 

5) How are nodes played? 

Nodes are installed vertically and face 
down, and only in subsidiary' data forts. 
Nodes are not active until the Corpora¬ 
tion rezzes them. Occasionally nodes 
can be advanced; this is indicated on 
the card. The further the node has been 
advanced, the more effective'it is, as 
indicated on the node card. If the Run¬ 
ner ever accesses a node, the Runner 
can pay its trash cost to put it on top of 
the face-up pile of the Archives. (See 
pp. 35-36.) 

6) What's the difference between Mouse and 
SeeYa? 

Mouse exposes a card installed inside 
a data fort. Since ice is installed on a 
data fort and not in it, a Runner can¬ 
not reveal ice with Mouse. The Run¬ 
ner can reveal any installed card with 
SeeYa. Note that cards in the draw 
pile of R&D, the HQ_hand, and the 
Archives are stored there, not installed 
there. (See p. 9.) 

7) What happens if the Runner has Loan from 
Chiba out and can't pay the bit at the 
beginning of his or her turn? 

Nothing happens. If a player suffers a 
penalty and can’t fulfill that penalty (for 
example, is forced to spend more bits 
than possible), then the player must 
meet the conditions or parts of condi¬ 
tions as Tar as possible and ignore con¬ 
ditions or parts of conditions that he or 
she cannot fulfill. (See p. 31.) 

8) In order to remove Virus counters, does 
the Corporation have to skip three actions 
immediately after the mandatory draw? 

No. Virus cards state that the Corpo¬ 


ration has to forgo three actions, not 
that it has to spend them. In order to 
spend actions, a player has to have 
them immediately available, but, for 
example, the Corporation can declare 
that it is forgoing actions during the 
Runners turn. Vims counters are 
removed as soon as the Corporation 
declares that it is forgoing its actions, 
so at that time it no longer suffers the 
viral effects. Being required to forgo 
more actions than are left in the turn 
does not count as a penalty' that can’t 
be fulfilled: a player simply forgoes 
actions on succeeding turns until 
enough actions have been forgone. 

(Sec p. 31.) 

9) When does the Runner become flatlined? 

Each point of damage causes the 
Runner to discard at random a card 
from his or her hand. If a Runner 
takes more damage than he or she has 
cards in hand, the Runner is flatlined. 
Therefore, the Runner is not flatlined 
simply because he or she has no cards 
in hand or a maximum hand size of 0. 
(See pp. 30-31.) 

10) Can the Runner use Signpost or The 
Springboard even if he or she doesn't have 
a base link card in play? 

Yes. Even without using a base link 
card, the Runner has a base link 
of zero. (See p. 27.) 

11) When can a card's special effect be used? 

If a card’s special effect requires an 
action, it can only be used on its 
player’s own turn and not during 
another action. An effect that does 
not require an action can be used at 
any time that the Corporation can rez 
a card, though this is not specifically 
mentioned in the first-edition rule- 
book. Remember that the Runner 
always gets the first chance to use 
special effects; then the Corporation 
has its chance. The Runner cannot 
use a special effect after the Corpora¬ 
tion has performed its effects except 
to prevent or avoid a Corporate 
effect. (See p. 11 and p. 24.) 
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12) When can the Runner jack out during a run? 

Normally, the Runner can only jack out 
after passing each piece of ice, or just 
before accessing the fort’s contents if 
the fort had no ice. Cards can give the 
Runner extra opportunities to jack out. 
Note that effects that prohibit the 
Runner from jacking out overrule card 
effects permitting the Runner to jack out 
at special times. The “end the run" card 
effect is not the same as jacking out, 
and effects that apply to jacking out do 
not apply to “end the run.” (See p. 19.) 

13) If the Corporation trashes three of the 
Runner's hardware cards with Power Grid 
Overload, who chooses the order in which 
they hit the Runner's trash pile? 

The Corporation chooses. Any effects 
caused by the trashing of those cards 
(for example, the Runner’s having to 
trash programs due to reduced MU 
after memory chips have been trashed) 
are handled only after all those cards 
are trashed, as they are trashed in a 
group. In general, when an effect does 
more than one thing at once, all of 
those things happen at the same time. 
The person playing the card must 
choose what to affect before the card 
takes effect. (See p. 32.) 

14) Vapor Ops states, "Vapor Ops advance¬ 
ment counter: Gain 1 bit" When does the 
Corporation get the bits for those advance¬ 
ment counters? 

Remember that abilities in Netrunner 
are set up as “cost: effect.” If the Cor¬ 
poration spends one of the advancement 
counters on Vapor Ops, it gets 1 bit. 

The Corporation can use this special 
function at the same times it can rez a 
card. (See p. 13 and p. 11.) 

15) What happens if an icebreaker gets a neg¬ 
ative strength? 

Strengths can be negative. Normal 
rules of math apply: the strength of an 
icebreaker with a negative strength will 
have to be raised to be effective even on 
O-strength ice. 

16) The Runner has The Shell Traders in play 
and takes two actions to bring two cards 
into play, putting Shell counters on them. 
Can the Runner remove a counter from 
both of them at the start of each of his or 
her turns? 

No. There is errata on Shell Traders: 

The sentence “Remove one Shell 
counter from one card at the start of 
each of your turns” should be on its 
own line; it is not part of the action 


listed on the card. Each copy of the 
card in play allows the Runner to 
remove a single Shell counter from any 
card that has them. 

17) When does Dropp' end the run? 

Dropp ” ends the run after the Runner 
finishes with the piece of ice he or she 
was encountering when it was used. 
Future editions of Dropp * will have the 
following word change to clarify: “0: 
Break all subroutines on a piece of ice, 
and end the run.” 

18) May the Corporation use Pacifica Regional 
Ai to gain actions during the Runner's turn? 

No. It was left off Pacifica Regional AI, 
but the meta-rule is that neither player 
can use effects to gain actions during 
the other player’s turn. Treat Pacifica 
Regional AI as though it reads “Use 
this effect only during your turn.” 

19) The rules say the Runner can use two dif¬ 
ferent icebreakers to get past a piece of 
ice. Can he or she match the ice's strength 
with one icebreaker and use another to get 
past the subroutines? 

No. Each icebreaker checks only its 
own strength to see if it can break ice 
subroutines. (See p. 18.) 

20) Some cards, like Hammer, Ramming Pis¬ 
ton, and Pile Driver, say that when the 
Runner uses them, he or she loses bits 
from "stealth cards." What are stealth 
cards, and can the Runner use these ice¬ 
breakers if he or she doesn't have any 
stealth cards in play? 

“Stealth” is another keyword that some 
of the Runner’s cards have. Cloak, 
Invisibility, Vewy Vewy Quiet, and 
Raven Microcvb Owl are the only 
stealth cards in Netrunner v. 1.0. All of 
these cards allow the Runner to put bits 
on them from the bit bank and use 
those bits to pay for non-noisy ice¬ 
breakers. If the Runner has any stealth 
cards in play, he or she will lose bits 
(commonly called “stealth bits”) from 
them when using a noisy icebreaker. If 
the Runner doesn't have any stealth 
cards in play, he or she can still use 
those noisy icebreakers, though. Losing 
stealth bits is a penalty, not a cost. 
Remember: players who suffer penalties 
they can't fulfill must meet all of the 
conditions they arc able to meet and 
ignore the conditions or parts of condi¬ 
tions they can’t. 

21) Stealth cards state, "If you use any of 
these bits, replace them at the start of 


your next turn " If bits are removed from 
a stealth card because the Runner uses a 
noisy icebreaker (and not because they're 
being spent), do those bits get replaced at 
the beginning of the next turn? 

Yes, even bits that are “removed” are 
replenished at the beginning of the 
next turn. 

22) Several cards are installed that have bits 
on them and that state, "If you use any of 
these bits, replace them at the start of 
your next turn." Where do I get these 
replacement bits, from my bit pool or the 
bit bank? 

They are taken from the bank. Word¬ 
ing will he changed in v. 2.0 to make 
this perfectly clear. 

23) From where is a player supposed to 
draw the bits that need to be placed on 
Techtronica Utility Suit Zetatech Software 
Installer, or Poltergeist when they come 
into play? 

The player gets those bits from the bit 
bank. The v. 2.0 wording will make 
this clear. 

24) If one of the Corporation's subsidiary data 
forts has all cards removed from it does it 
still exist? 

No. If a subsidiary' data fort has neither 
a card nor ice installed on it, it doesn’t 
exist. 

25) City Surveillance states, "For each card 
Runner draws, give Runner a tag unless 
Runner pays 1 bit in addition to any 
other costs, to avoid receiving that tag. 

You may rez City Surveillance just before 
the card is drawn." If it is rezzed when 
the Runner states that he or she is going 
to draw a card, can the Runner decide 
not to draw? 

No. The Runner cannot decide to 
rescind an action because the Corp 
rezzes a card during that action. 

26) If the Runner makes a successful run 
using Edited Shipping Manifests with no 
bits in his or her pool, can the bits gained 
from Edited Shipping Manifests be used 
to pay to avoid the tag with Nasuko 
Cycle? 

No. Edited Shipping Manifests 
states,“...instead, the Corp loses 1 
bit and gives you a tag, and you gain 
10 bits.” The Runner must process 
these effects in order, so he or she 
does not get 10 bits until after the tag 
is given. At that point, it is too late to 
use Nasuko Cycle’s ability to avoid 
receiving the tag. 8 
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Arp Ymi Game? 



When you're a member of the Duelists' Convocation 
International™, every match you play in a DCI- 
sanctioned tournament counts toward your official 
international ranking. The more you win, the 
higher you're ranked. As a top ranked DCI 
member, you could land a spot on the $1,000,000 
Magic: The Gathering * Pro Tour™! 

DCI MEMBERSHIP 

Legend Membership in the Duelists’ Convocation International pro¬ 
vides you with the ultimate competitive advantage in Deekmaster^ 
tournament competition. The Legend membership gives you a ranking, 
more information, more privileges, and access to more cool stuff than 
your average tournament player. In short, it gives you the edge you 
need to be the best! 

Mana Membership is available for all tournament competitors 
who just want to get ranked. By competing in a DCI-sanctioned 
tournament, you will automatically receive a membership card and 
entry into the DCI database ... for free! 

loins - 

| Legend Membership (one year) SI 2.00 

Special Subscription Rate Exclusive to 
Legend Members: Six Issues of The Duelist Si 4.95 



The Legend membership gets you 
ranked and gives you more: 

• A DCI membership card- 
exclusive to Legend members 

• Special subscription rates for 
The Due//sf M -Wizards of 
the Coast, Inc.'s official 
trading card game magazine 

• Two playable Magic: The 
Gathering cards, featuring 
unique art available only to 
Legend members 

• A collectible Magic: The 
Gathering poker deck 

• Special discounts on DO merchandise 

• ... plus surprises too cool to 
mention here! 


For credit card orders and membership renewals 



call 1-800-324-6496 24 hours a day. 
Visa, MasterCard, Discover 
For membership and sanctioning information 

call (206) 204-8032. 

Or send payment to: 

The Duelists' 

Convocation International 
Wizards of the Coast 
P.0. Box 707 
Renton, WA 
98057-0707 





















GOTHIC HORROR 


Struggle 


\ Sneak* Peek* at 

'SThe Sabbat 

ven the eldest of the Camarilla are 
quaking; The Sabbat Is coming! The latest 
expansion set for V:TES is out of playtesting 
and on schedule for a late fall release. 

To whet your appetite, here are a 
few of the diabolical ideas The Sabbat brings 
to V:TES. Remember that these cards are fresh 
out of playtesting; the final wording and abili¬ 
ties of these cards may change. 


IAN FORESTAL 

Blood: 7 

Tremere Antitribu 
THAU AUS DOM 


SCRYING OF 
SECRETS 

Action Modifier-Auspex 
I blood 


Sabbat: Ian can play cards of 
any Discipline as though he 
has the basic level of that Dis¬ 
cipline. Master Discipline cards 
played on him grant the supe¬ 
rior level of that Discipline. 



BEAST, THE 
LEATHERFACE 
OF DETROIT 


Blood: 7 

Nosferatu Antitribu 
OBF POT cel ani 

Sabbat: Beast may enter com¬ 
bat with any minion as a ® 
action. Beast may not equip, 
recruit allies, hire retainers, or 
play action cards. +1 hand 
damage. 


Only usable during a bleeding 
action. If you successfully 
bleed that Methuselah, he or 
she reveals the next 7 cards 
in his or her library to you. 
Superior ability: As above, 
and any 5S cards revealed 
that allow a vampire to 
perform a bleeding action 
are burned. 

FLESHCRAFT 

Combat-Vicissitude 
Strike: Place this card on the 
opposing minion. The minion 
with this card has -1 stealth. 
He or she may burn this 
card as a +1 stealth action. 
Superior ability: As above, 
but the minion with this 
card has -2 stealth. 


LOOK FOR MORE 
INSIDE INFORMATION 



IN THE NEXT ISSUE OF 
THE DUELISTI 


Kindred Intelligence 

KILLER COMBOS FOR V:TES 


Elder Impersonation and 
Seduction. Serious about 
success? Then let this tri¬ 
umvirate of intrigue take out 
the competition. When you 
announce your action, play 
Seduction to prevent one 
vampire from blocking it. If 
another minion attempts to 
block, use Elder Imperson¬ 
ation to cause its attempt to 
fail and prevent it from 
attempting to block the 
action again. Incapacitate a 
third vampire ahead of time 
with Pentax Subversion and 
you’ll dominate most inter¬ 
cept strategies. Best of all, 
this combination reduces the 
need for stealth because its 
actions bypass the stealth vs. 
intercept struggle. 

Tricks with Rutor’s Hand. 

Increase your vampires' stealth 
at actions that require Thau- 
maturgy with Tremere Con¬ 
vocation; then enable them to 
keep up the act with Rutor’s 
Hand. Or equip your Tremere 
with Rutor's Hand and Tal 
bot’s Chainsaw; your vampire 
can do its worst twice a turn, 
and a few blcxxl-stealing 
cards will ease the pain of the 
saw’s 3 damage. On the other 
hand, why not punish some¬ 
one else’s untap-happy vam¬ 
pire by introducing it to 
Charnas the Imp? 

Clan Impersonation and 
Clan Loyalty. Turn the 
united front of your prey or 
predator’s single-clan deck to 
your advantage with this use¬ 
ful combo: Use Clan Imper¬ 
sonation to m ake one of your 
vampires the same clan as the 
Methuselah’s clan. This 


allows you to use Clan I .oy~ 
alty to prevent an action 
taken by that vampire from 
being blocked by any of the 
opponent’s vampires, or to do 
anv number of other tricks, 
such as using Conflict of 
Interests to cancel a key vote 
by a member of the clan. 

Clan Impersonation also 
allows you to take advantage 
of certain clan-specific cards 
your prey plays, such as Ven- 
true Dictorate Assembly, and 
to make use of stolen dan- 
specific cards, like Backways. 

Banishment and Might of 
the Camarilla. Plagued by 
one of your opponents min¬ 
ions? Use Banishment to 
send that nasty vampire to 
the opponent's uncontrolled 
region. Then, if that vampire 
is the only one in your oppo¬ 
nents uncontrolled region, 
use Might of the Camarilla 
to burn this key vampire and 
an unimportant uncontrolled 
vampire of your own. 

Force of Will, Freak 
Drive, and Rapid Healing. 

Use Force of Will to bleed 
with a tapped vampire and 
then use Freak Drive to 
untap the vampire. When it 
goes into torpor as a result 
of Force of Will, use Rapid 
1 lealing to rescue the vam¬ 
pire from torpor and start the 
cycle again. Throw Fame on 
your vampire and even the 
threat of diablerie left open 
by Rapid I lealing doesn’t 
hurt as much. 

compiled by Kathryn Haines, with 
contributions from Ethan Burrow. Greg 
Faulkner. R. Brian Smith, Rich McGatha. 
Tom Wylie, and Richard Ziegelmaier 
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V.TES Mings and Errata 


ft 11 *>U b 


GENERAL RULINGS 

1) Tasha Morgan says “The vampire with 
this retainer gets +1 bleed on each 
action.” Does this mean allies can’t 
employ her? 

A: No. Any retainer that refers to the 
employment of the retainer by a 
“vampire” should be read as referring 
to the employment of the retainer by 
the “minion” instead, unless the 
retainers ability’ involves something 
that clearly only applies to vampires, 
such as rescuing vampires in torpor or 
burning blood. 

REVERSALS 

2) When do I replace noncombat cards that 
say not to replace them until “after 
combat”? 

A: These cards are actions, action 
modifiers, or reactions; such cards are 
not replaced until either the action in 
question is blocked and that combat 
has ended, or the action is completed 
without having been blocked. 

3) Can I use Govern the Unaligned to give 
blood to someone else’s vampire? 

A: No. Actions such as superior Gov¬ 
ern the Unaligned and superior 
Enchant Kindred aren’t directed 
actions; therefore, they can only be 
used to give blood to your own 
uncontrolled vampires. 

ERRATA TO CARDS 
AND RULES 

4) Why do Summon the Serpent and Purity 
of the Beast, both non-Discipline cards, 
have superior versions? 

A: They shouldn’t. Players should 
treat the basic ability on Summon the 
Serpent and on Purity of the Beast as 
the only ability on these cards. 

5) If my vampire blocks Donal O’Connor 
but avoids combat with Obedience, does 
she still burn I blood? 

A: Yes. Donal O’Connor forces a 
vampire blocking him to immediately 
burn 1 blood, regardless of whether 
combat begins. 

6) Is basic Cat Burglary really an undi¬ 
rected action? 

A: No. It should be a directed action. 


7) Superior Pulse of the Canaille says, “If this 
is the first time this card has been played 
on the acting vampire, the vampire gets 
+2 bleed on each bleed action.” What 
happens if I play more than one Pulse of 
the Canaille on my vampire? 

A: Nothing. A vampire can only have 
one Pulse of the Canaille card on it at 
a time. 

8) Is Renegade Garou’s damage considered 
hand damage? 

A: Yes. 

9) With Malkavian Prank, can I hide pool 
and then guess what pool I hid? 

A: No. The first sentence of Malka¬ 
vian Prank should read “Each other 
Methuselah....” 

10) Shouldn’t Hidden Lurker be a (§> action 
taken against the player whose vampire 
my vampire is in combat with? 

A: No. Actually, I Iidden Lurker 
should be an action modifier played 
by a vampire other than the acting 
minion. Also, both the jvhad and 
V:TES versions of I Iidden Lurker 
tap the vampire using this card. 

11) Does Academic Hunting Ground give my 
vampire blood during the master phase? 

A: No. Academic 1 Iunting Ground 
should be played as giving blood to a 
vampire during the untap phase, not 
the master phase. 

12) Can I use Elder Intervention during a 
bleed action that was deflected to me 
rather than declared against me? 

A: Yes. Elder Intervention and Rats’ 
Warning can be used during any 
bleed attempt made against you, 
including attempts not originally 
declared against you. 

13) If Queen Anne bleeds a Methuselah other 
than my prey, does she still get +1 bleed 
if my prey controls a Tremere? 

A: No. Vampires who get bleed 
bonuses if your prey controls a vam¬ 
pire of a certain clan or sect actually 
get this bonus only if the Methuselah 
being bled controls a vampire of that 
clan or sect. Thus, Queen Anne’s 
bleed bonus is unaffected by what 
your prey controls unless it is your 
prey that Queen Anne is bleeding. 


14) Can the vampire whose block was can¬ 
celed by Clan Loyalty attempt to block 
the acting vampire during later actions? 

A: No. Like all other members of the 
clan, the blocking vampire is prohib¬ 
ited from blocking the acting vampire 
this turn. 

15) If I play The Embrace and the Discipline 
card I play on the new vampire comes 
from my library, should I shuffle? 

A: Yes. The Third Tradition: Progeny 
and The Embrace require you to shuf¬ 
fle after playing them, even if the Dis¬ 
cipline card acquired didn't come from 
your library. 

16) Should the V:TES version of Soul Gem of 
Etrius have a pool cost? 

A: No, it should not have a pool cost. 

17) If my vampire plays Force of Will and 
the action to untap it is blocked, does it 
still get to bleed? 

A: The words “untap this acting vam¬ 
pire” on Force of Will are an error and 
should be ignored. This should make 
it clear that the vampire playing Force 
of Will only takes one action, the 
directed action to bleed at +1 bleed 
(+2 for superior). 

CARD RULINGS 

18) If I play superior Spying Mission during 
my vampire’s bleed action, are the vam¬ 
pire’s existing Spying Mission cards 
burned? 

A: No. Spying Missions are burned 
“the next time the vampire success¬ 
fully bleeds.” Since the bleed you sac¬ 
rifice to play superior Spying Mission 
is considered unsuccessful, previous 
Spying Missions won’t be burned 
during that action. 

19) How is Business Pressure played, and 
how long does its effect last? 

A: Business Pressure requires each 
Methuselah to decide how much pool 
to burn during the resolution of the 
effect; this ability does not last for the 
duration of the vote. However, there 
can be some give-and-take during the 
resolution of the effect. Just as with 
the standard voting process, players 
can burn pool more than once and in 
any order. 
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Ancient Hearh cards arc printed on three types of sheets: common, uncommon/vampire, 
and uncommon/rarc. The projected average distribution for an Ancient Hearts booster is 
six cards from the common sheet, four cards from the uncommon vampire sheet, and 
two cards from the uncommon/rare sheet; actual distribution in booster packs may vary. 
Some names have been abbreviated for this format. 


•In expansion for 



THl IT1SJTAI. iT*-U««H 


e&d ai-Rasted 

Absolution of the Diabolist 

Atsha 

Akhenaten 

Akram 

A!-Ashrad. Amr of Aiamut 

Alacrity 

Aiamut 

Ambroses 

Armsa 

Anachronism 
Ancestor's Talisman 
Ankara Citadel. Turkey. 
Arcanum Chapterhouse. 
Alexandria 

Arcanum Investigator 

Atonement 

Backstab 

Bang Nakh—Tigris Claws 

Beyond Reproach 

Bindusara 

Blood Agony 

Blood Sweat 

Blood Tears of Kephran 

3»ood to Water 

Brachah 

Burnt Offerings 

Cairo Infi Airport 

Carthage Remembered 

Catacombs 

Chidren of Osiris 

Dart Impersonation 

Coagulate Blood 

Command 

Contract 

Come&js Ottavio 

Corruption 

Corruption's Purge 

Covenant of Blood 

Damaskerxs 

Damned 

Deadliest Sin 

Death of My Conscience 

Death Pact 

Dedetra 

Depravity 


Dog Pack 

Dreams of the Spiwnx 

Eider Impersonation 
Efisabetta Romano 
Erosion 

Eyes of the Serpent 

Fartiq 

foreshadowing Destruction 
Form of Corruption 
Form of tie Serpent 

Foul Bkxxi 

Grand Temple of Set 
Guardian Angel 
Hadrian Garrick 
hankaGukan 

Heart of Darkness 
Heartbiood of the Clan 
Hidden length 

Humanitas 

Husamettr 

Sana 

liusmns of the Kindred 
immaculate Vitae 
imperial Decree 
increased Strength 

Inflation Accepted 

Isabel de Leon 

teancl of tfaros 

teahkLevfie 

Jackal 

Judah 

Jiiius 

kali's Fang 

Kalmda 

KanyaAkhtar 

Kerwrtm 

Keohanos 
Khabar Community 
khanar 4 tt<v 
KhaW Anvarr 

Kherebutu (Bane Mummyi 
KescfRa 
5 Laktha 


5 cap 

1 pool 

6 cap 

4 pool 

8 cap 

9 cap 

2 blood 
i pool 

3 pool 

8 cap 

1 pool 

2 Wood 
2 pool 

2 pool 
2 Wood 
2 Wood 
2 pool 

9 cap 

1 Wood 

1 Wood 

2 Wood 

5 cap 

1 Wood 

2 pool 
1 poof 

1 Wood 

2 pool 
2 Wood 


8 cap 


1 Wood 

6 cap 
1 pool 

3 blood 
1 blood 

5 cap 
1 pool 

1 Wood 

2 cap 
1 pool 

1 Wood 

6 cap 

1 Wood 


CEL GUI obf 

PRE ser am aus 

CEL QUI pot pre 
GUI THA CEL aus obf 
CWerity 
Assamite 
Gtovanm 

OBF SER pro pre 


Assamite 

Master 

Foflowers of Set 

Ally 

Brujab 


Tremere 


Celerity 


DOM FOR PRE AUS tha 

Gmetus 

Quietus 

Thaumaturgy 
PRE CEL for 
Aispex 

Brujah 


Quietus 

Dominate 

OBF AUS pre qui 
Followers of Set 


DOM cel pot aus 


Potence 
Necromancy 
SER obf nec 

GmeLiS 

Gangrei 

Obfuscate 

thaproquidom 

Quietus 

Serperrtis 


8 cap PRO AW pot for dom 
Dominate 
Serpents 
! Wood Serpentis 


1 Wood 

2 pool 

2 pool 
4 cap 

3 cap 

2 Wood 

1 pool 
X Wood 

8 cap 

7 cap 

2 blood 
2 blood 
1 Wood 


3 cap 

2 pool 

3 cap 

1 Wood 
6 cap 

1 cap 
3 pool 
6 cap 

2 cap 
10 cap 

8 cap 

2 pool 

3 cap 
5 pool 
3 Wood 
2 cap 


Followers of Set 

obf pre 
QUI 

Serpentis 

Assamite 

Fortitude 

QUI CEL OBF pot pre 
PRO FOR DOM tha 
Chrmerstry 
Quietus 

Potence 

AUS 
Ventrue 
precei 
Animalism 
POT ani dom 
qui ser 
Assamite 
CEL tha OBF 
cel 

OBF PRE SER THA 
aus dom 
SER obf pre dom 
Assamite 
Assamite 
ser pre 

Followers of Set 

Fortitude 

ser 


Action Modify 

Master 

Ally 

Fobowers of Set 

Master 

Equipment 

Equipment 

Master 

APv 

Action 

Combat 

Equipment 

Political Action 

Ventrue 

Combat 

Combat 

Equipment 

Combat 

Brujah 

Reaction 


Equipment 


Action 

Combat 

Action Modifier 

Master 

Maikavian 

Action 

Political Action 
Action 

Maikavian 

Master 

Reaction 

Combat 

Aetion/Retamer 

Followers of Set 


Combat 

Retainer 


Action Modifier 

Tremere 

Action 

Action Modifier. 
Combat 

Gangrei 
Action Modifier 
Action 

Action Modifier 

Combat 

Reaction 


Followers of Set 

Assamite 

Action 

Master 

Combat 

Master 

Assamite 

Gangrei 

combat 

Reaction 

Action 

Combat 

Political Action 

Toreador 

Master 

Ventrue 

Retainer 

Nosferatu 

Caitiff 

Equipment 


Assamite 
Followers of Set 

Followers of Set 

Master 

Combat 

Followers of Set 
Ally 

Action Modifier 
Followers of Set 


Tom Wanerstrand V 

Scott Kirschner U 

Alan Rabmowitz V 

Rebecca Guay R 

Terese Nieteen V 

Lawrence Snefry V 

L A Wiliams C 

Pat Morrissey R 

Alan Rabinowitz R 

Pete Venters V 

Drew Tucker C 

Liz Danforth C 

Greg Simanson U 

Ken Meyer. Jr. U 

Ron Spencer C 

Randy Gallegos C 

William O'Connor U 

Ron Spencer C 

David Kitnmei R 

Lawrence Snefty V 

Ron Spencer R 

Rob Alexander C 

Ron Spencer C 

Liz Danforth C 

Dave Roach V 

Michael Astractian U 

PatMornssey R 

Tom Wanerstrand R 

Liz Danforth C 

Drew Tucker R 

M. S. Feliwaiker C 

Stuart Beel C 

H. A. McNeil! U 

Greg Simanson C 

Heather Hudson V 

Anson Maddxks C 

H. A. McModl U 

Lawrence SneRy C 

Anson Maddocks V 

Drew Tucker C 

Scott Kirschner U 

Edward Beard. Jr. U 

Greg Simanson U 

John Bolton V 

Scott Kirschner U 

Pat Morrissey C 

Randy Gategos R 

Sandra Everirgham R 

Steve Casper C 

LA Williams V 

Alan Rabinowitz U 

Alan Rabinowitz C 

Philip Tan V 

H. A. McNeill C 

Richard Thomas R 

Sandra Everingham C 

Anson Maddocks U 

Pat Morrissey R 

Aison Maddocks C 

Lawrence Sneify V 

M. S. Feliwaiker V 

D. Roach & P. Burges C 
Randy Galegos U 

Steve Casper C 

Stuart Bed U 

Lawrence Sneity v 

D. Roach & J. Kent V 

Randy Gallegos U 

David Kimmel C 

Rebecca Guay C 

LA Williams C 

Pete Burges U 

Anson Maddocks V 

Pat Morrissey R 

Teresa Nielsen V 

Daniel Geion U 

Mark Ted'm V 

Alan Rabinowitz V 

Chnstopher Rush R 

Ken Meyer Jr. V 

M. S. Feliwaiker V 

Ken Meyer. Jr. V 

Daniel Geion V 

Drew Tucker C 

U 

Michael Astrachan V 

Pete Venters R 

Sandra Everingham U 

M. S. Feliwaiker V 


90 

Laurent de Valois 

4 cap 

obf dom ani 

Nosferatu 

Anson Maddocks 

V 

□ 91. 

Lazar Dobrescu 

3 cap 

for 

Ravnos 

Rebecca Guay 

V 

□ 92. 

Lure of the Serpent 

1 blood 

Serpentis 

Action 

Ron Spencer 

U 

n 93 . 

Makanos. The Seducer 

8 cap 

PRE AUS SER dom 

Toreador 

Alan Rabinowitz 

V 

94. 

Maikavian Rider Clause 

1 blood 

Maikavian 

Reaction 

Steve Casper 

R 

95. 

Marcellos 

8 cap 

AUS CEL pro 

Toreador 

Michael Astrachan 

V 

96. 

Marietta Ghoul 

2 Wood 


Retainer 

Lawrence Snelly 

U 

97. 

Mano Giovanni 

3 cap 

nec pot 

Giovanni 

Alan Rabrnowitz 

V 

98. 

Mark of Damnation 

1 blood 

Sorpenbs 

Action 

Alan Rabinowitz 

c 

99. 

Mark of the Damned 



Pofctfca; Action 

MafkTedm 

c 

100. 

Market Square 

1 pool 

Assamite 

Master 

Pat Morrissey 

u 

101. 

Mass Reality 

2 Wood 

Chimerstry 

Action 

Greg Simanson 

c 

102 

Mehemet of the Ahl-i-Batm 

3 pool 


Ally 

Lawrence SneWy 

R 

: 103. 

Melek 

7 cap 

QUI OBF cei pre 

Assamite 

LA Williams 

V 

104. 

Memories of Mortality 

1 pool 


Master 

Scott Kirschner 

U 

105. 

Memory's Fading Glimpse 

3 blooc 

Obfuscate 

Action 

H A. McNeill 

U 

106. 

Mercy for the Weak 

2 Wood 


Combat 

Ron Spencer 

C 

107. 

Might of the Camarilla 



Political Action 

LA Williams 

R 

108. 

Mind Numb 

1 blood 

Presence 

Action 

Scott Kirschner 

C 

109. 

Mirembe Kabbada 

5 cap 

PRO SER ani 

Gangrei 

Terese Nielsen 

V 

. 110. 

Muaziz 

7 cap 

THA dom aus for 

Tremere 

Terese Nielsen 

V 

111 . 

Mummify 


Serpentis 

Combat 

Richard Thomas 

u 

0112. 

Mummys Tongue 

1 pool 

Followers of Set 

Equipment 

Richard Thomas 

u 

n 113 . 

Murat 

7 cap 

OBF POT ser 

Nosferatu 

Pete Venters 

V 

0114. 

Mustafa Rahman 

2 cap 

dom 

Tremere 

Alan Rabinowitz 

V 

.115. 

Nakova 

6 cap 

FOR pot 

Ventree 

Christopher Rush 

V 

,116. 

Nepata 

4 cap 

ser obf pre 

Followers of Set 

Ken Meyer. Jr 

V 

117. 

Oath of Loyalty 



Master 

Greg Simonson 

R 

.118. 

Oharna 

2 cap 

dom 

Maikavian 

Rebecca Guay 

V 

119. 

Opium Den 

1 pool 

Followers of Set 

Master 

William O'Connor 

C 

0120. 

Panagos Levidis 

3 cap 

obf ani 

Gangrei 

Steve Casper 

V 

0121. 

Parnassus 

7 cap 

QUI CEL aus tha 

Assamite 

L.A. Williams 

V 

0122. 

Parthenon 

2 pool 


Master 

Rob Alexander 

u 

: 123. 

Path of Blood 

1 pool 

Assamite 

Master 

Drew Tucker 

C 

124 

Path of Typhon 

1 pool 

Followers of Set 

Master 

H. A. McNeill 

c 

125. 

Patrizia Giovanni 

5 cap 

nec tha qui 

Giovanni 

MarkTedin 

V 

r 126. 

Peace of Khetamon 



PofrtKcal Action 

Greg Simanson 

c 

i ' 127 

Petru Sipos 

7 cap 

CHI SER for ani 

Ravnos 

LA Williams 

V 

12a 

Phobia 


Serpentis 

Action 

Ron Spencer 

u 

129. 

Portrait 

1 blood 

Toreador 

Action 

Pete Venters 

R 

130. 

Praxis Seizure: Athens 



Political Action 

Liz Danforth 

R 

0131. 

Praxis Seizure: Cairo 



Political Action 

Pete Venters 

R 

132. 

Praxis Seizure: Istanbul 



Political Action 

MarkTedin 

R 

133. 

Praxis Seizure: Monaco 



Political Action 

M. S. Feliwaiker 

R 

134. 

Protect Thine Own 

1 Wood 


Political Action 

Philip Tan 

R 

135 

Purity of the Beast 

1 pool 


Action 

Stuart Beel 

R 

136. 

Quietus 



Master 

Wiiam O'Connor 

C 

. 137. 

Radeyah 

6 cap 

(XL pre pot 

Toreador 

Rebecca Guay 

V 

138. 

Rafaete Giovanni 

6 cap 

NEC obf cel 

Giovanni 

Christopher Rush 

V 

139. 

Ravnos Carnival 

1 pool 

Ravnos 

Master 

Pat Morrissey 

R 

140. 

Raziya Samater 

3 cap 

ani pot 

Brujah 

John Bolton 

V 

'141. 

Realm of the Black Sun 

1 pool 

Follower of Set 

Master 

Richard Thomas 

R 

142. 

Redeem the Lost Soul 



Master 

Randy GaHegos 

R 

143. 

Regilio 

3 cap 

obf aus 

Nosferatu 

Alan Rabinowitz 

V 

144. 

Return to Innocence 

4 Wood 


Action 

D. Roach & J. Kent 

R 

0 145 

Revelation of the Sire 

1 Wood 


Action 

William OCoonor 

C 

146. 

Revocation of Tyre 



Bifocal Action 

Stave Casper 

U 

147 

Saqqat 

9cap 

OBF PRE SER for cal 

Followers of Set MarkTedin 

V 

148. 

SansfcaVekku 

6 cap 

AMI FOR chi dom 

Ravnos 

Rebecca Guay 

V 

149. 

Scorpion Sting 


Animalism 

Combat 

Scott Kirschner 

c 

150. 

Secret Library 

1 pool 

Nosferatu 

Master 

Rebecca Guay 

R 

' 151. 

Seeds of Corruption 

2 Wood 

Thaumaturgy 

Action 

H.A. McNeill 

U 

H15Z 

Serpentis 



Master 

Scott Kirschner 

C 

153. 

Shadow of the Wolf 

2 blood 

Protean 

Combat 

Alan Rabinowitz 

c 

154. 

Signet of King Saul 

1 poo! 


Equipment 

Michael Astrachan 

R 

155 

Silence of Death 

1 blood 

Quietus 

Combat 

Stuart Beel 

R 

156. 

Sins of the Cauchemar 

1 blood 

Auspex 

Reaction 

Stuart Beel 

C 

157 

Spaldonas 

9 cap 

DOM THA pot pre 

Tremere 

Ken Meyer, Jr, 

V 

158. 

Suhailah 

9 cap 

OBF FOR pot ser 

Ventrue 

Sandra Everingham Y 

159 

Summon the Serpent 

2 blood 

Followers of Set 

Action 

Stuart Bee! 

U 

160. 

Tainted Vitae 

2 blood 

f ollowers of Set 

Reaction 

Drew Tucker 

U 

161 

Talaq. The Immortal 

3 pool 


Ally 

Rob Alexander 

R 

162. 

Tansu Bekir 

4 cap 

OBF cel 

Assamite 

Pete Venters 

V 

163. 

Taste of Death 

1 Wood 

Quietus 

Combat 

Ron Spencer 

C 

164 

Temple Hunting Ground 

2 pool 

Followers of Set 

Master 

Rebecca Guay 

C 

165. 

Temptation 

1 Wood 

Serpentis 

Action 

Mark Tecta 

R 

166 

Terrorists 

2 pool 

Assamite 

Aly 

Tom Wanerstrand 

R 

167 

Thetmes. Calif of Aiamut 

10 cap 

QU! CEL OBF pot dom Assamite 

Pete Venters 

V 

168. 

Tomb of Ramoses 11 

3 pool 


Master 

Sandra Everincham P 

169. 

Tongue of the Serpent 


Serpentis 

Combat 

MarkTedin 

C 

170. 

Treachery 


Presence 

Reaction 

H.A. McNeil! 

u 

171. 

Treaty of Tyre Enforced 



Political Action 

Greg Simanson 

U 

0172. 

Uncontrollable Rage 

2 Wood 

Protean 

Action Modifier 

Pete Venters 

u 

173. 

Underworld Hunting Ground 

2 pool 

Assamite 

Master 

Scott Kirschner 

c 

174. 

Vasilis. The Traitor 

2 cap 

pre 

Brujah 

Anson Maddocxs 

V 

175. 

Violation of Trust 



Action 

Wiliam o Connor 

c 

176. 

Wateoda 

3 cap 

obf 

Maikavian 

Terese Nielsen 

¥ 

177 

Weakness 

1 Wood 

Quietus 

Combat 

Randy Gatos 

u 

178. 

Whispers from the Dead 

1 Wood 

Necromancy 

Action 

D. Roach. P. Burges. C 






& J. Kent 


179. 

Writ of Acceptance 



Equipment 

Steve Casper 

c 


COST: cap capacity RARITY: C ■ Common iJ Uncommon V Varpre R * R.V3 
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Electric Angel 

by Mike ftaabe 


Edge of Time 

by Amy Webei 
J-42 


Signature Series T-shirts 


7474 Edmonds Street 
Burnaby, B.C. Canada V3NIB2 
Tel: (604) 521-4471 
Fax:(604)521-4476 
Website: http://www.mishra.com 
Email: mishra@intergate.bc.ca 


Elven Lieutenant 

by Doug Sbuter 
' J-44 


T hese high quality Fruit of the Loom® 

T-shirts feature original artwork by some 
favorite Magic'" artists. Reproduction is in 

ii 

stunning detail using the lastest in digital imaging 

technology. H5T S 


T-shirts available in ash grey or white. 

SIGNATURE SEI 


Adult M,U XL 
Adult XXL . 


Singles • Boosters • Boxes 


MAIL ORDERS AVAILABL 


LISTED BUT NOT SHOWN: Beast Rider by ChnstopM 
by Ron Spencer, Huntress by Brian Snoddy. Fork*] 
Maddocks, Toad & Fairy by Quinton Hoover, Sjni 
k Hudson, Pegasus by Quinton Hoover, LizdrofPf 
and Ancient Ruby Dragon by Pete Venters 


Licb Lord by Tom Wanerstrand, Insane Barbarian 
by Christopher Rush, Dragonring by Anson 


ge by Rob^xander, Bat Knight by Heather 
by Marti Tferftf: Horagg the Cruel tjy Brian Si 

/ 9 9 


The Gathering r a regetered a 

nc.fll artwork C 1996 audited 


r Wizards of the 


MISHRA’S IS PROUD TO SPONSOR THE VANCOUVER 
QUALIFIER FOR THE MAGIC M PRO TOUR. FOR MORE 
INFO, CALL MISHRA’S GAME FACTORY. 


Ancient Emerald Dragon 

by Pete Venters 
J-40 
























Reports on Trading Card Games game news & updates 


Judging Success 

O n the Internet newsgroup rec.games.trading-cards.misc this past spring, 
a provocative post divided all published trading card games into two 
lists, “successes” and “failures.” The writer based his verdicts on the 
vigor of each game’s single-card market and volume of traffic on the 
newsgroups. Responses largely fell into two groups. The first pointed out 
that perhaps other measures—for instance, how many players are play¬ 
ing and enjoying a given game—might more appropriately determine a 
game’s success rather than how deeply speculators are gouging their 
victims or how many rules questions a netrep must field. 

The second large group of responses all followed one format: “How can you call 
Game X a success and Game Y a failure? Here in [Cincinnati, Orlando, Sacramento, 
Dallas, Springfield, Anytown] we play Y every week and X fills the discount bins!” 
Aside from a few major hits and obvious belly flops, nearly every game on the 
original list had its strong and weak cities. 

Most trading card games have strongly local followings. Two or three players in the 
same neighborhood, lured by a savvy retailer, take a liking to one game; they buy lots 
of cards at the local store and play the game there on gaming nights; others see the 
game and grow interested. Poof, a hit. Elsewhere, a distributor underorders the same 
game, retailers don’t push it, and no players become “early adopters.” Poof, a flop. 

The market is not only regional, it’s “almost suburban,” says Terry Elder of 
Thunder Castle Games. “Certain areas of a city can be strong, others not quite as 
strong.”Thunder Castle’s Highlander' is popular on the East Coast, in “the central 
Midwest,” and in California. Alderac’s Matt Wilson says of Legend of the Five 
Rings \ “We own southern California, and we’ve got a real strong following in 
Philadelphia and towards New York.” 

“You need three cities” to make money publishing a trading card game, says FPG’s 
Luke Peterschmidt. These all-important “strong” cities represent a few hundred 
fanatical players who spend hundreds of dollars apiece; given a few of these players, 
“a single store will move a case or even two of secondary games. Three or four 
large areas [can] support a lower-end game without a lot of overhead” such as 
licensing fees or expensive artwork. FPG’s Guardians * is strong in Philadelphia, 

Ohio, England, and France. 

But though dedicated fans keep many smaller games alive, Peterschmidt believes 
this to be an unhappy situation for the whole industry. “Because games aren’t get¬ 
ting played in a lot of different areas, if you don’t have those three or four areas, 
it’s just horrible. Once a game gets entrenched somewhere, it’s hard to get a new 
game in. Players [of card games] seem to assume they can only play one game at a 
time. [If you] get them to switch, they feel like they’re almost defecting, whereas 
roleplayers and board gamers don’t think that way. 

“Publishers need to adapt, build in lots of ways for people to get into the 
game,” Peterschmidt said. FPG’s release of Dark Age" as three separate games is 
one approach to this goal. A store that didn’t order the first game may, for what¬ 
ever reason, be interested in the second “just because it’s a new game,” says 
Peterschmidt. The canny publisher must find “some way to make sure you can 
stay current.” — Allen Varney (APVarney@aol.com) 


For more information , contact the email 
address or website at the end of each 
entry. An excellent source of news on the 
World Wide Web is Sprigs CCG Ware¬ 
house (www. itis. com/other-games). 


■ Arcadia" (White 
Wolf Game Studio , 

Atlanta , GA): The sec¬ 
ond game of the tril¬ 
ogy, King Iron heart's 
Madness , is due in 
November. Designed 
by Mike Tinney, this stand-alone 
sequel continues the saga begun in 
the first game, The WyldHunt. The 
card games may influence the 
Changeling roleplaying game that 
inspired them, but White Wolf is not 
saying how. (wwolfmail@aol.com) 
(See review on p. 78.) 

■ Dark Age ’ (FPG. Pittsburgh , 
PA): The first of three compatible 
stand-alone games. Feudal Lords. 
shipped in August in simultaneous 
English and French editions. The 
second game. The Broody should be 
out in November (225+ cards, three 
rarities plus five chase cards). 
Designed by Dave Gentzler and 
Luke Peterschmidt, its sold in the 
Feudal Lords format (65-card starters 
with four dice for $12.95, ten-card 
boosters for $2.50). An expansion due 
next year will support both games. 
(fpgqna@aot.com) 

■ Guardians" (FPG): French and 
German editions should be out bv 
the time you read this. The Necropolis 
Park expansion, due in late October, 
features “warlike anthropomorphic 
dinosaurs bent on domination of the 
Midrealms, plus lots of Egyptian 
dead guys,” says FPG s Dave Gent- 
zkr. “A natural combination/' Its 
designed by Luke Peterschmidt, 

Keith Parkinson, and Gentzler. 



GINf SUIIt 
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GAME NEWS & IHATES 

continued 

■ Highlander" (Thunder Castle Games, 
Kansas City, MO)T ITie 300-card Movie 
Edition (100 rare, 50 common, 1(K) 
uncommon, 50 very common) will he 
out by October (starters $9.95,15-card 
boosters $2.95). It features all-new cards 
and five new immortals. A pack of five 
promotional cards will be given away 
with each of the 250,000 videocassettes 
being released to mark the tenth 
anniversary of the first Highlander him. 
No other distribution of these promo 
cards is currently planned. 

Several months ago Thunder Castle 
bought Mag Force 7. Now 
the new owners are planning 
an expansion for Mag Forces 
Wing Commander \ Thun¬ 
der Castle is continuing 
work on its licensed World 
Wrestling Federation card 
game, but no publication 
date has been set. 

(tegames@aol.com; Web: 
www.tcgames.com) 

■ Legend of the Five 
Rings" (Isomedia/AEG, 

Ontario, CA): The Emerald 
Edition , an unlimited edi¬ 
tion with half-a-dozen new cards and a 
dozen new illustrations, appeared this 
summer. In November comes the Anvil 
of Despair expansion, a set with 150-2(X) 
cards designed by the AEG design 
team. Release format was uncertain at 
press time. According to art director and 
designer Matt Wilson, the set chronicles 
“the low point in the clan wars, where 
the infighting is at its worst and the out¬ 
side evil influences are taking advantage 
of the situation. Well see the arrival of a 
new army.” (alderac@aol.com) 

■ Middle-earth:The Wizards' (Iron 
Graven Enterprises, Charlottesville . VA): 
The Dark Minions expansion, which lets 
players play Saruman and other das¬ 
tardly figures, appears in October. I he 
set is about the same size as The Dragons 
(circa 180 cards), (metwice@aol.com) 

■ Mythos ’ (Chaosium , Oakland, CA): 
A players’ guide appeared in July 


($8.95). For October, Chaosium plans a 
“Standard Game Set” (colloquially 
called “Mythos Basic”), an unlimited 
edition of two fixed 52-card decks with 
all-new cards ($12.95). The 200-card 
Dreamlands, a limited stand-alone set 
compatible with the original game, 
apfx’ars in December; projected print 
run is 35 million. Mythos revenue has 
let Chaosium reprint its Pen dragon and 
Elric RPGs and some classic Call oj 
Cthulbu supplements. Send a self- 
addressed stamped envelope to Chao¬ 
sium (Box 6302, Albany, CA 94706) to 
get blank “Create Your Own Adventure” 
cards for Mythos. (mythosccg@aol.com) 
■ Rage * ( White Wolf ): September 
brings Legacy of the Tribes , a 
215-card expansion by Mike 
Tinney and Justin Achilli. 
Legacy covers ancient rites, 
moots, and weapons, and 
explores the history and heroes 
of all thirteen werewolf tribes 
(12-card boosters, SI .95). 

White Wolf has been running a 
contest for most popular Rage 
character to date; the winner 
will get a new, stronger card in 
Legacy, (ragecom@aol.com) 

■ Red Zone" (NXT 
Games, La Jolla, 

CAAJ.S. Playing Card, 

Cincinnati, OH): In May, 

Donruss sold its sp>rts card 
division to a competitor, 

Pinnacle, and transferred its 
agreement with NXT 
Games to the U.S. Playing 
Card Co. Because of the 
transfer, USPC and NXT 
need to renegotiate the 
licenses for Red Zone and 
Top of the Order with the 
NFL and MLB. NXT 
Games’ Duncan Macdonell 
says new versions of the 
games won’t appear until 
’97, but doesn't forsee any 
problems with obtaining the 
licenses. “We’re extremely 
pleased with USPC,” he 
said. “All the games are in a 
much better place.” 1 le 


added that the games would be released 
to coincide with the beginning of the 
baseball and football seasons. 

(nxtgam es@cts. com; Web: 
www.nxtgames.com) 

■ Shadowfist" (Daedalus Entertain¬ 
ment, Seattle, WA): After many produc¬ 
tion problems, the 145-card Flashpoint 
finally appeared in July. In August a 64- 
page players’ guide started what will be a 
series of guides keyed to each expansion. 
The basic Shadowfist game went out of 
print, but October’s Throne War stand¬ 
alone expansion, sold in starters and 
boosters, will fill the same role. 
Daedalus may reprint the basic game 
next year. The Feng Shui RPG set in 
the Shadowfist world is selling 
strongly, (robmh@aol.com; Web; www. 
aracnet.com-bmce/ daedalus/index.html) 

■ StarTrekiThe Next Generation 
CCG" (Decipher, Norfolk, VA): After 
delays, the 121-card Q Continuum 
should have shipped bv the time you 
read this. Two more expansions are 
planned for next year; the first, 

Holodeck Adventures , features new 
rules and a I lolodeck Door linking 
card. (DC ustServ@decipher.com; 

Web: www. deci phe r. com) 

■ Star Wars- CCG “ (Decipher): 
The first expansion ,^/Neve Hope, 
appeared in late June; for the occa¬ 
sion, Decipher held a lavish party 
for reviewers aboard a 135 
foot topsail schooner. (See 
revieve onp. 77.) Hoth, the 
first of three 162-card 
expansions based on The 
Empire Strikes Back, 
appears in late September 
(15-card boosters, $3). 
Decipher is preparing a 
national tournament struc¬ 
ture for Star Wars. 

■ Top of the Order 
(NXT Games/USPC): See 
the entry for Red Zone. 

■The X-Files" (NXT 
Games/VSl y C): According 
to NXT Games' Duncan 
Macdonell, X-Files is on 
track for a debut at Gen- 
Con and release in August. 



Wing Commander, 
newly acquired by 
Thunder Castle, 
has an expansion 
in the works. 



Red Zone and 
Top of the Order 
have new versions 
planned for 1997. 

The releases 
should coincide 
with the beginning 
of baseball and 
football seasons. 
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THE LARGEST SUPPLIER OF 
WIZARDS OF THE COAST PRODUCTS 

FROM COAST TO COAST & EUROPE TOO!!! 





THE ARMORY/ EAST 

Corporate Headquarters 
1101 Greenwood Road • Baltimore MD 21 
Toll Free Phone (800) NOW-GAME 
Toll Free FAX (800) 296-DICE 


THE ARMORY/EUROPE THE ARMORY/WEST 

Unit S3 • 632 Radford Rd. 1839 Deming Way • Sparks NV 89431 
Nottingham • NG7 7EE (702) 356-1873 • FAX (702) 356-2157 

011-59-422-289 


Toll Free Phone (800) 244-3423 
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Miami 

Ocala 


CA Garden Grove Brookhurst Hobbies 636-3580 

CA Redding Collectors Corners West 916-246-2370 
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Sunshine Role-Players 264-1250 
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Carbondale Castle Perilous 529-5317 
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Check this. It kicks off with a new generation of versatile programs that change identity on 
the fly. Icebreakers that can pull a quick switch and become entirely different weapons at 
your discretion. Walls that can slap up code gate routines. Wallbreakers that can drop a sentry 
flat. The first limited-edition expansion set for Netrunner blows into stores this fall. Fifteen-card 
booster packs filled with the latest street-tech and industrial countermeasures. New innovations will put 
an edge on your game. 

Are you getting this, Wilson? Proteus is out there. You better run. 



15-card booster packs (mixed Corp and Runner): $2.95 MSRP / Wizards of the Coast* Merchant Relations: 1-800-821-8028 


Check out Webrunner II, The Forbidden Code online contest at http://www.wizards.com 
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01 Death Stars and Empires 

Star Wars: A New Hope 


f course I write with complete objec¬ 
tivity. Granted. Decipher, Inc., did fly 
me to Norfolk along with other 
reviewers this past June to preview the 
first Star Wars: Customizable Card 
Game expansion, A New Hope. True, they 
tcx)k us aboard the three-masted schooner 
American Rover for an evening cruise past 
the immense Norfolk Naval Shipyard, home 
of the U.S. Navy. And not only did they give 
each of us that most sought-after Star Wars 
card. Darth Vader, Decipher brought in Darth 
Vader himself: actor David Prow se. But 
though I'm praising A New Hope here, it's not 
just because I had a fabulous time. 

TTiis expansion covers the parts of the first 


Star Wars film (subtitled A New Hope) that 
didn't make it into the Premiere Edition. 
Chewbacca the Wookiee, the droid Artoo- 
Deetoo. and the Death Star are this set's big 
draws. Yielding somewhat to customer feed¬ 
back. Decipher has made these cards only 
half as rare as the main characters in the orig¬ 
inal set: appropriately, these cards' rarity is 
designated “R2." 

As in the original game, common and 
uncommon cards teem w ith obscure people, 
places, and planets: cantina aliens. Jawa 
blasters, old landspeeder models, worlds like 
Ralltiir and Kashyyyk. and a Tusken Raider 
leader. The New Hope card art will delight 
collectors. In Decipher's Norfolk offices I 
^aw how staff artists take grainy film frames 
and “enhance" them (“repaint" is a better 
word), turning them into crisp card images. 
Other cards appeal to players: common vehi¬ 
cles with shuttle ability, an Enhanced TIE 
Laser Cannon that should satisfy the forces 
of evil, and several “magic bullet" cards of 
the type familiar from Decipher's Star Trek: 
The Next Generation card game. These 
cards counter specific broken cards in the 


original game, such as teleporter Nabrun 
Leids. I never liked this approach, for it tends 
to compel players to include these bullets in 
every deck. But Decipher designer Bill Mar¬ 
tinson says that the mere existence of the bul¬ 
lets tends to keep players from relying on 
broken cards. “The threat is stronger than the 
execution," he said, and possibly that perfect 
summer evening helped persuade me he's 
right. 

New Hope's real significance comes from 
its many new rules: new card types (Immedi¬ 
ate Effect, Creature. Squadron): ways to cap¬ 
ture characters and starships; vehicle sites 
(the droid junkheap inside the Jawa sand- 
crawler); and undercover spies. If you have a 
rare holotable card (remem¬ 
ber that hologram chess¬ 
board 

on the Millennium Falcon ?), 
you can even play a sub¬ 
game of “dejarik " 

But what you really want 
to know' is how to blow' up planets and Death 
Stars, right? As in the movie, these are 
lengthy, not to say cumbersome, processes. 
They require new ; rare “Epic Event" cards 
(Attack Run, Commence Primary Ignition); 
the Rebels need a rare location (Death Star 
Trench), and the Empire really wants the rare 
Superlaser; and a practical stab at blowing up 
anything calls lor rare characters, ships, 
and/or weapons. 

Aboard ship, I managed a credible assault 
on the Death Star, but it Ux>k lots of rares and 
plenty of figuring: X+Y-Z had to exceed 15, 
where X was my Ability, Y was—I forget, Z 
was the number of Death Star sites in play, 
and various cards modified all these. I liked 
this system for its drama and suspense, but 
disliked the figuring. You'll either love it or 
hate it. but you won't ever try it unless you 
buy a lot of cards. 

The designers of A New Hope have done a 
credible job. Even the common cards show 
imagination and humor, and the rares add 
great play value. Star Wars fans who buy in 
big (is there another kind?) should really 
enjoy this expansion. —A. V. 




New Hope's real significance comes from 
its many new rules: new card types, ways 
to capture characters and starships, 
vehicle sites, and undercover spies. 



Customizable Card Game 


Decipher Inc., Norfolk, VA 


FORMAT 

162-card expansion set in 
three rarities. Fifteen-card 
booster packs, $3. 

GAME DESIGN 
Tom Braunlich, Ross Campbell, 
Jerry Darcy, Warren Holland, 
Bill Martinson, and Roiiie Tesh. 

GRAPHIC DESIGN 
Dan Burns 

CONTACT 

DJediMaster@decipher.com; 
DCustServe@decipher.com; 
Web: www.decipher.com 
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Fairyland on the Cheap 



White Wolf Game Studio, 
Atlanta , GA 

FORMAT 

Four hundred cards, not 
classed by rarity but by type. 

No starters; 15-card Character 
Boosters and 15-card Story 
Boosters, 52.50. For two players; 
playing time 30-60 minutes. 

GAME DESIGN 

Mike Tinney 

GRAPHIC DESIGN 

Ash Arnett 
ART 

Barb Armatajony DiTerlizzi, 

Scott Fischer, Rebecca Guay, 
Anthony Hightower, Brian 
Horton, Mark Jackson, Richard 
Kane Ferguson, Brian LeBlanc, 

Jeff Miracola, Adam Rex, Ron 
Spencer, Joshua Gabriel Tim- 
brook, and others 

CONTACT 
White Wolf Game Studio 
780 Park North Boulevard 
Clarkston, GA 30021 
j | (404)292-1819 

Email: wwolfmail@white-wolf.com 



Arcadia: The Wyld Hunt 

A rcadia is the lost and unremembered 
realm of the fae (fairies) in White 
Wolfs Changeling roleplaying 
game. Now recovered in Arcadia; 
The Wvld Hunt, it looks unlike any 
previous White Wolf setting. At first 1 
assumed players need know nothing of 
Changeling to enjoy Arcadia. But after play¬ 
ing, I decided (for reasons given below) that 
knowledge of the RPC} does help after all. 

I lightweight but fun in design, Arcadia is 
definitely worth a look for novelty value 
alone. Its not the first game sold only in 
booster packs (remember Flights of Fan¬ 
tasy?), but its playable —in fact, extremely 
playable—with one Character Pack and one 
Story Pack. I can’t think of another trading 
card game that gives such value for a mini¬ 
mum buy-in. "Phis efficiency comes from the 
game’s other innovation, its skillful adaptation 
of fantasy roleplaying ideas to card format. 

Many card games reduce RPG concepts to 
a trap-monster-treasure format. Taking role- 
plaving back to 1970s dungeon crawls is 
going the wrong way! By contrast, in 
Arcadia, designer Mike Tinney concentrates 
on unique characters and event-filled quests. 

1 lere the game emulates the Games Work¬ 
shop board game Talisman, a design that 
brought its board a ways forward into the 
RPG world rather than vice versa. 

An Arcadia Character Booster gives you a 
race card (a 3-D pop-up) that specifies your 
character’s gender; ratings (from 1 to 3) for 
Might, Resolve, and Savvy abilities; and a 
special power. You customize this character 
by selecting five points’ worth of Merit cards: 
Abilities (Deductive Reasoning, Devilish 
Grin, Pathetic Snivelling), Advantages 
(Citybov, Sense of Direction), Allies 
(Warhorsc, Giant I lopping Toad), Arts 
(magic spells like Fuddle), and Treasures 
(Tome of the Dragonkin, Belt of Troll 
Strength). 

You can get bonus points to buy more 
Merits by taking Flaw cards: Enemies (King 
Ironheart), Curses (Bottom-1 ieavy), or 
Weaknesses (Glass Jaw). Your Merits and 
Flaws determine whether you belong to the 


Seelie or Unseelie courts of the fae. The 
character design process is easy; all the rules 
fit on a single card in the booster. 

The Story' Pack gives you League (terrain) 
cards, which you lay out to form the board, 
Waylays (obstacles) to plav on your opponent, 
and a Quest card. Your Quest may have you 
hunt treasures for Splendourscale the 
Dragon, or prove yourself worthy by over¬ 
coming Waylays, but whatever the Quest, you 
will certainly wander all over Arcadia to com¬ 
plete it and win the game. At least, I think 
that’s how you win; the brief rules include 
some big holes. If you win, you get an experi 
ence point that you use to buy new Merits in 
the next game you play, using that character. 

Much of Arcadia’s strong flavor comes 
from its beautiful art (by Tony I DiTerlizzi and 
others) and from vour wanderings through 
Leagues like Rosewood Keep, the Darkreaeh 
Mountains, and the Marsh of Gray Filth. 

Arcadia turns out to be a bucolic and 
whimsical place. Your opponents Waylays 
may have you drinking gnomes’ brew and 
arm wrestling trolls. Other than Waylays, 
there’s little interaction between players. 
Waylays work as luck-based Tests and Trials. 
To win, add the roll of one six-sided die to 
your appropriate ability' to beat a fixed diffi¬ 
culty (in a Trial) or your opponent’s total (in 
a Test). Your Merits and Flaws affect these 
Pests and Trials; one may give you a modi¬ 
fier, and another might change a Might Trial 
to a Savvy Trial. If you fail the Test or Trial, 
you “exhaust” (tap) one of your Merits. 

There’s not much depth to Arcadia, but a 
game about Fairyland should be simple. It's 
nothing like White Wolf’s Rage, and heavy- 
duty gamers may find its lack of strategy dis¬ 
appointing, but Arcadia’s easy learning curve 
makes it ideal for play with your non-gamer 
friends. 

Fhe Changeling RPG is about regaining 
childhood innocence through imagination 
and willingness to pretend. That's why 1 
think familiarity with the RPG may help: 
players who approach Arcadia with willing 
innocence should find it engaging, inexpen¬ 
sive fun. — A.V 


!] 


\ 


78 SEPTEMBER 1996 THE DUELIST 
























The might of the Silver Fangs. / The moots of the Shadow Lords. 
The rites of the Black Spiral Dancers. / The mysteries of the Garou 


THE LEGACY OF THE TRIBES 

FEEL THE RAGE THIS SEPTEMBER. 


Legacy of the Tribes and Rage are © and ' White Wolf Inc. 1996. All rights reserved. 
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PRODUCT 

INFORMATION 


Advertiser Index 







Duelist advertisers are your best 
source for information about 
their products and services. To 
get more information about any 
product or service, simply tear 
out the card, circle the number 
on the card that corresponds 
with the advertisement, stamp 
it, and drop it in the mail. Best 
of all, it's free. So start 
gathering the information you 
want and need to stay on top 
of your game! 


m* ■ 





For information about advertising in 
The Duelist and participating in the 
reader service program, contact: 

Td£ 



P.O. Box 707 • Renton, WA 98057-0707 

Tel: (206) 204-7262 Fax: (206) 204-5928 







To subscribe, call 
Mon-Fri, 8:30-5:00 (PST) 

( 800 ) 395-7760 



0 dmote a fwpfltm! twxmart and denotes a trad wns* owned by Wizards of 

the Com. *v., or by others Most product rrnnes are trademarks owned by the coo-pj- 

ms That pubfah Jhov oroductv U» of U*r of toy product without mention of 
uademyk status should net be construed as« change to such status Wvards of the 
Com h a lettereduadrtivsrk. Tf*D**it isi trademark of Wizards of the Coast, tnc 
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CODE ADVERTISER PACE 


10 ABC Distributing.33 

36 Adventures Distributing.93 

48 America Online 

4 Ani-Mayhem (Pioneer) ..5 

2 Arcadia' (White Wolf).i 

23 The Armory.75 

26 Arena League ' (Wizards of the Coast) . 83 

19 Card Emporium .58 

37 The Card Vault.93 

39 Cee-Jay..94 

13 Deck Protector (Rembrandt).38 

18 Dractus... 

The Duelist merchandise. 8 1 

42 East Coast Cards & Collectibles..95 

29 Games Galore.90 

34 GNA Wholesale .92 

3 Heroes of Might & Magic' (New World Computing, Inc.': 2 

7 Iguana's Comic Book Cafe.15 

27 Infinity Comics & Games, Inc.90 

16 Ice Age (WotC).47 

32 J & M Enterprises.92 

38 Magiclabels. 94 

9 Magic Scribe v (Northstar Solutions) .20 

11 The Magic Source...34 

1 7 Magic: The Gathering Dallas Qualifier (WotC).57 

6 Magic: The Gathering' CD-ROM Game 

(MicroProse) .10 

21 Magic: The Gathering - DCI Membership (WotC).68 

15 Magic: The Gathering Pro Tour Decks (WotC). ~ 

Magic: The Gathering World Championships (WotC)..25 

8 Magic: The Gathering - Quick Start v Set Rivals (WotC)..16 

14 Middle-earth:The Dragons" 

(Iron Crown Enterprises) . 41 

22 Mishra's Game Factory.72 

31 National Collector . 91 

24 Netrunner—Proteus (WotC).76 

28 Neutral Ground . 90 

35 Oregon World Trade .93 

45 Paul & Judy's Coins & Cards ...95 

43 Psychic Purge.95 

25 Rage: The Legacy of the Tribes'' (White Wolf).79 

40 Shahrazad Games.94 

1 Spheres w Tarot (Virtual Magic, Inc.). inside won* 

■ 30 Spellground (Khalsa Brain Games) .90 

12 Star Wars' (Decipher)....37 

5 Star Wars* (Parker Brothers) . 7 

33 The Supreme Strategist.92 

20 Thunder & Lightning .. 67 

44 Troll & Toad .95 

41 Wizards Guild (Saratoga Sci-Fi Shop).. - 9A 

46 XXXenophile v (Slag Blah). ..aside ?-.• 

47 X Files" . mckccm* 
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Do us a favor...and you could win 
Mark Rosewater's 
Magic: The Puzzling book! 


Rate Our Magazine 



(5 excellent y 1 terrible) 


How do you rate this issue of The DueUsT overall? 5 

40 

30 

20 

ID 

How do you rate the articles overall? 

50 

40 

30 

20 

IQ 

How do you rate the art/layout overall? 

50 

4D 

30 

20 

ID 

List and rate your most favorite articles: 







_50 

40 

30 

20 

ID 


50 

40 

3D 

20 

IQ 


50 

40 

30 

2D 

ID 

List and rate your least favorite articles: 







5 

40 

3CI* 

20 

Yo 


50 

40 

30 

20 

io 


5 

4 

3 

2 

1 


Comments: 


Concerning the Internet 

Have you been to our website (www.wizards.com)? Yesf 1 No 
Do you use the internet □ at home I at work 

if not do you plan to be connected within 6 months at home or work? Yes No 
Do you subscribe to the following online services?: I AOL CompuServe 
L Prodigy Microsoft Network C Genie C other_ 


If not do you plan to subscribe within 6 months?: at home at work 

What do you use the internet/online services for? (check all that apply) 

C email [ ] news l work/school 

C chat [ Magic ( shopping [ i online gaming 

general consumer information bulletin/posting boards/newsgroups 


How many hours per week do you spend online? 

□ 0 D1-3 □ 4-7 08-12 012-20 □214- 

How do you usually connect? 

<14.4 modem 14.4 modem 28.8 modem i 1 ISDN 
direct connection slower than T1 L direct T1 or faster 
Do you plan to buy/upgrade your modem within the next 6 months? Yes No 

What browser do you use? 

Netscape 1.x Netscape 2.x IT Netscape 3.x Mosaic (any version) 
AOL MS Internet Explorer 1 X MS Internet Explorer ' Other 
What kind of computer(s) do you use to go online? 

[ PC-Win 3.x PC-Win95/NT C Macintosh f UNIX other 


Concerning Computer Games 

What types of computer games do you play? (check all that apply ) 

C Strategy/War □ Sports □ Roleplaying/Adventure 

C Fighting/boxing □ Simulation □ Arcade 

How many CD-ROM games do you own: 

□ 1-3 04-7 08-11 012-20 0204- 

How many CD-ROM games do you plan to buy in the next 12 months? 

□ 1-3 4-7 8-11 12+ 

How many hours per week do you spend playing networked games? 

0 1-3 4-7 8-11 12+ 

What type of computer does your household own? 

C 386/486 G Pentium C With Windows’95 

C Mac 680X0 D Macintosh PowerPC G None 

Do you own a CD-ROM drive? Yes □ No 

Do you plan to purchase one within 6 months? Yes L No 

Would you be willing to pay up to $1 more per issue to receive a CD-ROM 

disk with demos of MlcroProse’s Magic and other games? Yes No 


Tell Us about Yourself 

Name 


Today’s date 


Address 
City_ 


State 


Zip 


Phone. 


lam: C!male □ female 

C under 13 013-17 018-24 [125-34 
C J 35-44 045-55 Clover 55 

My household income (or, if under 18, my family's income) before taxes is: 

C under $15,000 □ $15,001-$25,000 G $25,001-$35,000 

C $35,001-$50,000 ( $50,001-$75,000 G over $75,000 

How many months have you been playing Magic?_ 

About how many Magic cards do you own? 

□ 0-100 □ 101-200 □ 201-500 [1501-1000 O1001-1500 

□ 1501-2000 2001-3000 □ 3001-5000 I more than 5000 


Yes, I’d be happy to have you contact me about my thoughts on The Duelist. 

Work/day phone_home phone_ 

Email address_ 



Complete the survey above and we'll 
enter you into a drawing for Mark 
Rosewater's Magic: The Puzzling book. 
Five winners will receive this full-color 
volume of twenty-five new "brain- 
cramping" puzzles. The book also 
includes a special puzzle from Magic 
creator Richard Garfield and a guide to 
all the cards used in the book. To enter, 
mail the survey (or a photocopy of it) 
to: The Duelist, P. O. Box 707, Renton, 
WA 98057. 
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READER SERVICE CARD 

To receive /hr information about any product or service, simply tear out 
this card, select & circle up to 20 numbers bebw that correspond with the 
advertisement, complete your name and address, stamp the card, and 
drop it in the mail. 


4^' Iron Crown Enterprises 




AD INDEX 

NUMBERS 


1,C£. wants to know... 



circie to receive more information 


YES 

NO 

m 






1. Have you read 7 hr Hobbit " or 

□ a 

□ b 

1 

2 

3 

4 

5 

6 

The Lord of the Rings"? 

7 

8 

9 

10 

11 

12 

2. Did you enjoy reading them? 

□ c 

□ d 

13 

14 

15 

16 

17 

18 

3. Do you play any CCGs other than M:TG? 

□ e 

□ f 

19 

20 

21 

22 

23 

24 

4. Do you buy CD-ROM games? 

□ c 

□ h 

25 

26 

27 

28 

29 

30 

5. Would you collect dice? 

□ 1 

□ l 

31 

32 

33 

34 

35 

36 

6. Are you interested in a Middle-earth* 


□ t 

37 

38 

39 

40 

41 

42 

CXXi newsletter or magazine? 

□ K 

43 

44 

45 

46 

47 

48 


NAME 


ADDRESS 

CITY__ 

PHONE #„ 


STATE 


ZIP_ 


EMAIL 


Card must be returned by Novetnber 14 .1996 



















































Welcome to 



Do us afavor, and you could win 
Mark Rosewater's Magic: The Puzzling book! 


FOLD HERE & TAPE CLOSED 
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RIVERTON, NJ 08076-0182 
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Want to find out more about 
the products and services seen in 

The Duelist ? 

Complete the reader service card 
here and you'll get all 
the information you need! 
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Duelist Life Counters 


Magic: The Puzzling 


S ay good-bye to glass beads and loose 
change! Although Duelist readers rarely 
take damage, these sturdy, finely crafted 
pewter and enamel counters let you mark 
off the occasional Lightning Bolt or poke 
from Tim in style with brass- and silver- 
plated beads. Best of all, each 314" x 214" 
counter fits right inside a Magic deck box. 
Available in red, green, white, blue, and 
black.$12.99 

(Price includes U.S. shipping. For non-U.S. shipping cost, 
see shipping section below.) 


Duelist Back Issues 

Y ou can get back issues of The Duelist by calling 
(206) 204-8000, or by sending email to 
duelistft'wizards.com. Prices shown are in U.S. funds; ship¬ 
ping and handling charges are as follows: U.S. orders, 
$2.00 per magazine; Canadian/Mexican orders, $3.00 per 
magazine; all other countries, $3.50 per issue via surface 
delivery and $6.00 per issue via air mail. Please make 
checks out to The Duelist ; all non-U.S. checks or foreign 
bank draft orders please specify "U.S. Funds" in both the 
numerical and verbal areas of the check. 

# /, Winter '94 *4, March'95 #7, October '95 410, May '96 

#2. Summer '94 #5, June '95 *8, December '95 # 11, July '96 

n. Fall '94 »6, August '95 #9, February '96 

BACK ISSUE PRICES 

#1 (black & white photocopy only) -S2.00 U.S./S3.00 
Canada/Mexico/Foreign. 

#s 2 & 3 S3.50 U.S./S5.75 Canada/Mexico/Foreign. 

*s 4-8-$3.95 U.S/S5.50 Canada/Mexico/Foreign. 

*s 9-11 $4.95 U.S./S6.50 Canada/Mexico/Foreign. 


N ow you don't have to wait for next issue's Duelist 
to hit the stands to torture yourself with Mark 
Rosewater's famous puzzles. Now there's Magic: The 
Puzzling -the book. This beautiful, full-color collection 
of twenty-five new puzzles is appropriate for all levels 
of Magic enthusiasts, with puzzles ranging from easy 
to nasty. The book also contains 
hints, solutions, and a player's 
guide to all the cards used in 
the book. It's even sturdily built 
for throwing across the room 
when you start getting brain 
cramps.$13.95 + shipping 

SHIPPING: 

US $3.50 

Canada (and Mexico) 

$4.00 U.S. Funds 
Foreign $5.00 U.S. 



To order, ; mail a photocopy of this form to: 

ORDER FORM 

QTY DESCRIPTION/COLOR 

COST 

DUELIST MERCHANDISE 



P.O. BOX 707 RENTON, WA 98057-9916 



ORDER BY PHONE: (206) 204-8000 ORDER BY FAX: (206) 204-5928 
ORDER BY EMAIL: duelistnwizards.com 



8.2% Tax for WA Residents Only ! 

UT and CA, add local tax I 
Shipping and handling charges ’ 


YOUR ADDRESS 

--- 


(NON VSXAHAOA/ynaCO) | 

_ Total (U.S. Funds) 

-- 

SAMI 

PAYMENT METHOD ! MC/V1SA/DISC ! 1 CHECK 


[card number 

STRFFT ADORfSS 

1 _-_ — —— - ——--———- ...1 

NAME ON CARD 

OTY/STATF/71P 

rflFPHONt ( ) 

EXP / 1 

1 SIGNATURE 

PLEASE ALLOW 2-4 WEEKS FOR DELIVERY. 




























Starting this issue 
in this space, The 
Duelist will take a 
break from card 
games and look at 
the computer 
games that are cur¬ 
rently hot with “the 
guys downstairs”— 
WotC’s research and 
development group. 
Mike, William, and 
Bill took a break 
from working on 
Mirage to play a 
little (okay, a lot) 
of Warcraft II. 



mnll JJ 




Blizzard Entertainmem 

(Irvine , CA) 

Warcraft II: 

Tides of Darkness 



Warcraft II: 


Beyond the Dark Portal 


FORMAT 

CD-ROM, for MS-DOS. 
for two to eight players. 


From the Guys Downstairs 

Warcraft II 


▼ by Mike Elliott , 
William Jockusch , 
and Bill Rose 


E ven with the wide variety of strategic 
computer games available today, its still 
difficult to find challenging games that 
require more than a passing look. One 
of the major problems with computer 
game simulations is that players can find ways 
to defeat the computer since the game s algo¬ 
rithms are often based on a few broad strate¬ 
gies. The solution to this problem? Multiplayer 
games where you play human opponents. 
Leading the pack of strategic multiplayer 
wargames is Warcraft II. 

Warcraft II is the second version of a com¬ 
bat game produced by Blizzard Entertain¬ 
ment. The game can be played solo against 
computer opponents or with up to seven 
other players on a network. Players start with 
an initial setup ranging from one peon or 
peasant, the lowest level unit, to a full preset 
battle force of Mages and Knights. Players 
use existing units to build new structures and 
more advanced units to eliminate the other 
players from the map. 

Like several popular network games such as 
Doom and Duke Nukem, the game operates 
in real time, with all players moving and acting 
simultaneously. The game can be played as a 
free-for-all or in teams of two or more players 
building and coordinating together. The game 
also provides individual scenarios, which pro¬ 
vide instruction on the game commands and a 
moderate degree of challenge. 

When you play Warcraft, you have a wide 
variety of strategic options to choose from. 

The first comes right at the start: do you want 
to play ores or humans? Ores have powerful 
damage-dealing spells, especially bloodlust, 
which allows their units to do far more damage 
with an attack than humans. Humans have the 
only spell—polymorph—that can wipe out 
almost any unit with a single action, and they 
also have the ability to heal their units. 

Once you have made this choice, you need 
to decide the direction of your development. 
Do you want to build up military power early 
and attempt to quickly smash your opponent, 
or do you want to build up your economy? If 
you build basic military units, you could elimi¬ 
nate your opponent early, but if you build 


peons, they'll mine gold and harvest lumber, 
allowing you to build more powerful military 
units later. At the other extreme, you could 
build a second town right away. This may leave 
you defenseless in the short run, but if no one 
attacks you'll have impressive power later. 

As you buy more buildings in your town, 
you gain access to different types of units. First 
come axe throwers (ore) or archers (human), 
which are weak at hand-to-hand combat hut 
can attack from a distance. Next come cata¬ 
pults or ballistas, similar to archers but with 
longer range and no hand-to-hand ability. 

The first big step in power comes when each 
side is able to build ogres (ore) or knights 
(human). These units function like footmen, 
but they fight better and move faster. If you 
chose an economic development path, you may 
get these units before your enemies; if so, this 
would be a good time to attack. 

At the final stage of development, each side 
gains access to magic. This is when the differ¬ 
ing character of the two sides becomes most 
apparent. If you’re playing ores, the most 
important spell is blcx>dlust, which allows your 
ogres to best any other unit in hand-to-hand 
combat. If you're human, you’ll want poly¬ 
morph, which turns even the most fearsome 
enemy into a mere sheep or seal. 

Even at this point, your decision making is 
not over. One of the ingenious design features 
of the game is that resources are limited. The 
limiting factor at this late stage is probably 
gold. Each player starts out next to a gold 
mine, but that mine only has so much gold in 
it and is now probably running out. In order to 
continue to build military units, you need to 
establish yourself at another mine. 

With luck, your development will eventu¬ 
ally surpass that of your enemies, allowing you 
to move onwards to victory! 

We cannot recommend Warcraft II strongly 
enough. We have been playing this game tor 
months and still have more to learn—we're not 
even close to getting bored. While the game 
does have some weaknesses with balance (ores 
are slightly better), this is by far the best multi¬ 
player computer game we've played here at the 
Ivory Tower. 
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It’s Here. 



e nch atV 


Wizards of the Coast* Customer Sen'ice: 206-624-0933 
http: //www.wizards.com/Arena 


Arena opens August 2 . 1996 in these cities: 

Albuquerque • Atlanta • Boston • Chicago • Dallas • Los Angeles 
N e \v V o r it C i t y • Phil a d e I p h i a • S a n F rancisco • Seattle 

More cities will he added in 1996-1997 as Arena spreads aronnd the world! 

Wizards of the Coast, lne.. presents Arena, the official nationwide league for Magic. 
Contact your local Magic retailer for information on how to enter Arena. 
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A Penny for 
Your Thought Lash 


Srum -Cowned P’ain« (3' 


YOU (BLUE/RED) 


Y our opponent is Camille, and she’s in a pretty good mood. 
Having managed to use Gauntlets of Chaos to swap your 
Water Elemental for her Spirit Linked, Creature Bonded 
Force of Nature, Camille plans to just sit back and watch as your new 
Force eats you for breakfast during your upkeep. You could prevent 
some of the damage with your Thought Lash, but then you would be 
unable to pay its cumulative upkeep. Not that any of this matters since 



Blue M-ana Batten' 
(9 counter*) 



St!< 'v-Covered Island 11 


there’s a high probability you’ll never survive past your draw phase. 
Gee, you think, this is just like one of those puzzles in The Duelist. 
There must be a way to defeat Camille this turn. It is the start of your 
upkeep phase. Wipe that smirk off Camille s face by finishing her off 
before the end of the turn. 


CARD HIGHLIGHTS 


Magus of the Unseen 1 4 

1 4 Untap target artifact opponent controls and 
gain control of it until end of turn. If that artifact is 
an artifact creature, it can attack, and you may use any 
of its abilites that require as part of the activation 

cost. When you lose control of the artifact, tap it. 


Thought Lash 2 4 4 

Cumulative Upkeep: Remove the top card of your 
library from the game. If you do not, remove your 
library from the game and bun' Thought Lash. 

0: Remove the top card of your library from the 
game to prevent 1 damage to you. 




ITrought IwUt 
... . 

tbu turn. J i\lA; 


YOUR HAND 



Anti-Magic Aura Control Mae** 
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61.IFK REMAINING 


NO CARDS IN HAND 





8 LIFE REMAINING 


NO CARDS IN GRAVEYARD 





Ashnod's Lodes tone Bauble 

Tnuismogrant 



Mystic Ounpass 
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»Er Up 


Cards in the Legends 
expansion whose titles 
are also films (title 
need not have “The”) 


Creatures 
with two or more 
activations in their 
text box 


Sorceries which can be 
functionally changed 
with Sleight of Mind 
or Magical Hack 


Cards with a horse 
located in its artwork 
(unicorns, pegasus, 
centaurs, etc. arc okay). 


Permanents 
that come into 
play with counters 
on them 


Cards whose 
title begins 
and ends 
with an *E 


ap»og vr*j fl »woh 3 

MfcJOdUJ *v*rt*p ICJ 

•pro ^ «N3 **wur3 
**■3 '* ^3 *»*3 

•ay * 

^ I® **31»3 


* * % w' » ^ m fr' . jit /t* 

/ • 

- :yfb . vt i 

,.v#/- ih :< M W;.&* 4.3 / JBlm 



The following puzzle is adjustable to fit your Magic trivia skills: 

Easy: Fill in half (16) of the blank spaces with an appropriate answer. 

Intermediate: Fill in three quarters (27) of the blank spaces with an 
appropriate answer. 

Hard: Fill in all of the blank spaces with an appropriate answer. 

Nasty: Fill in all the spaces without repeating an answer. 

Extra Super Nasty: Fill in all the blank spaces with two answers each 
without repeating. 

NOTE: All answers need to hefilled in by cards of only the indicated color at the 
top of the column (no multicolored cards), and colorless answers arefor artifact 
answers only (no land). 

Colorless 

Blue White Green Red (artifacts only) 
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ANDRKW (WHITE/G RE KN) 


1 LIFE REMAINING 


NO CARDS IN HAND 






Circle of 
Protection: Red 


Llanowar Fives 1/1 


With the ever-changing rkrr that is the Magic 
rules , it was inevitable that one day a rule would 
change between the creation of a puzzle and its 
printing. As of July 1, activation costs are now no 
longerpump able (spending $ Q f or example, 
to do a single two-point burst of damage). 


So Close 

Y "our opponent is Andrew. You are, 
conveniently enough, playing on 
June 30,1996. The game seems to 
he going in your direction, hut thanks to a 
number of defensive cards (Circle of Pro¬ 
tection: Red, Soul Net, and Conservator), 
you haven’t been quite able to take him 
out. Unfortunately, time has just been 
called in the tournament you are playing, 
meaning that you have to defeat him this 
turn or take the game as a draw. Since 
you desperately need the extra point a 
win would provide, find a way to defeat 
Andrew this turn without dying yourself. 

It is the start of your main phase. 


Stumped? bear not. Hints for the two solution¬ 
less puzzles can be found on The Duelist web 
page at httpy'/www.wizards.com. I am still 
happy to take feedback at woodyd l hvizards.com, 
but I no longer have time to correct solutions , as 
the volume has finally overwhelmed me. 


Pearled Unicom d , Wall oflce 0/7 

2/2 with v Va; ! ( 


Soul Net 


Conservator 




Plains (3) 


Forest (4) 


YOU (BLACK/RED) 


4 LIFE REMAINING 




Swamp (5) 


Mountain (3) 





Drudge Skeleton 1/1 


Hill Giant 3/3 


Pestilence 


YOUR HAND 





(iiant Strength 
+ 2/+2 


Disintegrate 


Lightning Bolt 
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Step-by-step 
solutions to last 
issues “Magic: 
The Puzzling ” 


by Mark Rosewater 


B.„„. 

answers, I have to let everyone 



TiickingAway 

Published in Duelist #11, p. 89 


know how happy 1 am. My 
memory's slowly coming back, 
I’ve regained full use of my legs, 
and, well, I’m in love. I know the 
whole “patient falls in love with 
doctor, doctor gets kicked out of 
hospital and is then disowned by 
her millionaire family” story is a 
bit cliche, but not when you're 
the one falling in love. Anyway, 
Leah (formerly I)r. Parker) and 
I are just about to run off to 
Europe for our elopement/ 
honeymoon, so I thought I’d 
dash off a last answer column 
before 1 go. 


m 


WINN 


Congratulations to mryone who sobed 
-Jiguw” And especially to tht Rvt hufy 
people below who had their names drawn 
from the cormt-entrj pool. A copy of the 
Mafic the Punling Book H on its way. 

Rei Nakazawa franklin W Cain , 

Kailua, HI Smyrna GA j 

Brian S. EogW Steve Faccin 

Auburn. At Burnaby. 1C, 

Canada 

Morten Kmtemen 
Denmark 


T he key to solving this puzzle is 
figuring out what resources you 
have for dealing damage. You 
have two creatures in play (Prodigal Sor¬ 
cerer and Sisters of the Flame) and two 
cards in your hand (Animate Artifact 
and Ray of Command) that allow you to 
deal damage. In addition, you have one 
card in play (Ashnod s Battle Gear) and 
two cards in your hand (Blood Lust and 
Immolation) that allow you to beef up a 
potential attacker. 

You have three problems to overcome. 
First, you need to figure out how to use 
your available cards to deal 12 damage. 
Second, you have to find a way to neu¬ 
tralize the two blockers that stand 
between you and William. And third, 
you need to make up for the fact that the 
available mana won’t let you use all of 
your spells and effects. 

The first step to solving the puzzle is 
to find a way to accomplish several goals 
at once. 

1) Tap three islands and a mountain 
and remove six counters from Ice¬ 
berg to add three blue, one red, and 
six colorless mana to your mana 
pool. 

2) Use one blue and three colorless 
mana to cast Animate Artifact on 
William s Red Mana Battery. It is 
now a 4/4 creature. 

3) Use one blue and three colorless mana 
to cast Ray of Command on William s 
animated Red Mana Battery. Untap 
the Mana Battery and bring it to 
your side under your control. 


4) Tap the Red Mana Battery and 
remove four counters to add five red 
mana (four used as colorless) to your 
mana pool. You now have one blue 
and six red mana in your pool. 

By animating and stealing the Red Mana 
Battery, you were able to increase vour 
creature rank and get additional red 
mana as well. 

5) Use one red mana to cast Immola¬ 
tion on William's Wall of Spears. It 
is now a 4/1 creature. 

6) Tap Tim (Prodigal Sorcerer) to deal 
1 damage to the Wall of Spears, 
destroying it. 

7) Use one colorless mana to use Icy 
Manipulator to tap Wall of Stone. 

8) Use one blue mana to cast Twiddle 
on Red Mana Battery, untapping it. 

William's walls proved easy to dispose of. 
The trick to destroying Wall of Spears 
rested in using Immolation for its 
negative toughness rather than for its 
positive power. 

9) Use two colorless mana and tap 
Ashnods Battle Gear to add +2/-2 
to Red Mana Battery, making it a 
6/2 creature. 

10) Use one red and one colorless mana 
to cast Blood Lust on Red Mana 
Battery, making it a 10/1 creature. 

11) Attack with Red Mana Battery and 
Sisters of the Flame to deal 12 dam¬ 
age to William. 

The final sneaky part came from using 
Sisters of the Flame, not for mana but as 
an attacking creature. 
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Gorilla Next Door 

Published in Duelist 4 11, p. 90 

T his puzzle is a bit more intimi¬ 
dating. For starters, you begin it 
with an attacking, trampling 7/7 
Gorilla on your hands. But not to worry; 
vou have wavs of dealing with the over¬ 
grown ape. 

After Heather declares her attack: 

1) Tap four swamps and six plains to 
add four black and six white mana to 
your mana pool. 

2) Tap both Lakes of the Dead and 
sacrifice two swamps to add eight 
black mana to your mana pool. 

3) Tap Soldevi Adnate and sacrifice 
Urzas Engine to add five black 
mana to vour mana pool. You now 
have seventeen black anti six white 
mana in your mana pool. (Most of 
this mana will he used as colorless.) 

4) Use one white and one colorless 
mana to cast Reprisal on Heathers 
Gargantuan Gorilla, burying it. 

Once you have dealt with the monkey on 
steroids, you need to start dealing with 
the rest of Heather s simian crew. 

5) Use two black and one colorless 
mana to cast Stench of Decay. 
Non-artifact creatures now have 
-1/-1 until the end of the turn. This 
destroys Heathers Gorilla Shaman. 

6) Remove Ritual of the Machine from 
the game and pay 1 life to cast Con¬ 
tagion. Put two -2/-1 counters on 
the Gorilla Chieftain with Bestial 
Fury. This will destroy it. You are 
now at 0 life. If you cannot get above 
0 before the end of the phase, you 
will lose the duel. 

7) Use one white and one colorless 
mana and tap Kjeldoran Outpost to 
make a 1/1 white Soldier token. You 
now have twelve black and four 
white mana in vour mana pool. 

Note that you made the Soldier token 
after casting Stench of Decay. 

8) Use three colorless mana and sacri¬ 
fice Soldevi Adnate, Soldevi Sentry, 
and the Soldier token to Krovikan 
Horror to deal 2 damage to one of 
Heather s Gorilla Berserkers, 
destroying it, and doing 1 damage to 
Heather. Heather is now at 20 life. 

I laving maxed out your gorilla-destruc¬ 
tion capabilities, you need to do a few 


things before you move on to your turn. 

9) Use one white mana to cast Rein¬ 
forcements. Return the three crea¬ 
tures in your graveyard (Urzas 
Engine, Soldevi Adnate, Soldevi 
Sentry) to the top of your library, 
making sure that Urzas Engine goes 
on the top. 

10) Activate the Phyrexian Devourer 
and draw the top card off of your 
library (gee, an Urzas Engine). This 
will add a +5/+5 counter to the 
Devourer, making it a 6/6 creature. 

11) Use four colorless mana to activate 
your Royal Herbalist twice. Remove 
two cards off the top of your library 
(the two remaining creatures) to 
gain 2 life. You are now at 2 life. 

12) Use eight colorless inana to activate 
Soldevi Digger and move the fol¬ 
lowing four cards from the top of 
vour graveyard to the top of your 
library: Reinforcements, Contagion, 
Stench of Decay, Reprisal. This will 
reverse the order of the cards. 

13) Declare that you are done casting 
effects. As Heather has no cards 
remaining, she will end her turn. 

Now you need to destroy all of I leather’s 
monkeys. During your turn: 

14) Draw Reprisal. 

15) Tap two swamps, four plains, and 
Kjeldoran Outpost to add two black 
and five white mana to your pool. 

16) Tap both Lake of the Deads and sac¬ 
rifice two swamps to add eight black 
mana to your mana pool. You now 
have ten black and five w hite mana 
in vour mana pool. (Most of this will 
he used as colorless.) 

17) Use one colorless mana and tap and 
sacrifice Astrolabe to add two blue 
mana to your mana pool. 

18) Use one blue and two colorless mana 
to activate Kjeldoran Pride and 
move it from the Royal Herbalist to 
Heathers Gorilla Chieftain.The 
Chieftain is now a 4/5 creature. 

19) Use one black and two colorless 
mana to cast Casting of Bones on 
the Gorilla Chieftain. You now have 
four black, one blue, and five white 
mana in your mana pool. 

This is important as it allows you to get 
hack several key cards that you recycled 
with Soldevi Digger. 

20) Use one white and one colorless 


mana to cast Reprisal on the Gorilla 
Chieftain, destroying it. When the 
Chieftain goes to the graveyard. 
Casting of Bones makes you draw 
three cards (Reinforcements, Con¬ 
tagion, and Stench of Decay) and 
discard one. Choose to discard 
Reinforcements. 

21) Use two colorless mana and sacrifice 
Royal I lerbalist and Balduvian 
Dead to Krovikan Horror to deal 

1 damage to each of the remaining 
Gorilla Berserkers. 

22) Remove Stench of Decay from the 
game and pay 1 life to cast Conta¬ 
gion. Put two -2/-1 counters on one 
of the Gorilla Berserkers. This will 
destroy it. You are now at 1 life. 

23) Use one black anil two colorless mana 
to cast Phyrexian Boon on the last 
Gorilla Berserkers. This adds -1/-2 
to the Berserkers, destroying it. 

Once the Gorillas are out of your way, 
you need to maximize your forces 
and attack. 

24) Use one blue and two colorless mana 
to activate Phantasmal Fiend and 
change it from a 1/5 creature to a 5/1 
creature. 

25) Tap and sacrifice Mishras Ground- 
breaker to turn one of the untapped 
plains into a 3/3 artifact creature. 

25) Attack with the Phyrexian Devourer 
(6/6), Phantasmal Fiend (5/1), 
Krovikan I iorror (2/2), Phyrexian 
War Beast (3/4), and animated 
plains (3/3) to deal 19 damage to 
Heather. Heather is now at 1 life. 

26) l ap the last untapped plains to add 
one white mana (used as colorless) 
to vour mana pool. 

27) Use one colorless mana and sacrifice 
any remaining creature other than 
the Phyrexian War Beast to the 
Krovikan Horror to deal 1 damage 
to Heather. She is now at 0 life, and 
you win the duel. 

There. That wasn’t so hard, was it? 

1 hate to commit simian-cide and run, 
but 1 have an elopement to attend. 

Don’t worry, though: 1 should be back 
from my little jaunt in Europe before the 
next issue hits the stands. Until then, 
have fun. I know I will. 
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Welcome to 


Marketplace provides our readers with easy access to the top TCG retailers. Many of our 
current advertisers have commented on the effectiveness of Marketplace because it works hard 
on their behalf. Most who advertise here place ads every issue, a great testimony to the fact that 
it delivers results that directly affect their bottom line. 

If you haven't tried Marketplace, we hope that you will rethink your marketing strategy and 
give the section a try. Along with an ad, you will also get a reader response listing that will help 
you build your database. In addition, you will have access to a number of Duelist marketing 
programs that are available for one reason—to help you sell product! 


nfinity Comics & Games, Inc. 

1280 Centaur Village Dr. #3. Lafayette. Colorado 80026 

Telephone or Fax 




MYTHO* 


1-800-684-2684 

303-661-0860 


10 a.m.- 5:30 p.v. Mon-Sat 


email: infinity#infinity-inc.com 
Online catalog: 
http:// www. usa. net/ ~ inf i n ity 

Yisa MasterCard. Discover 
INTERNATKIMAI ORDFRSWHCOMf 




12-4 Sun (MST) 


SINGLES & SETS FROM ALL EDITIONS 


NECJTKAL 

JND 


New York's 
# 7 Magic™ Source 


| International Mail- Order Servlcel 

Open 7 days a week - Noon until 1 A.M. • All major credit cardi accepted 
We buy and sell single Magic cards 

1 Juzams and Moxes always in stock] 

291 7th Avenue. 9th floor • New York, NY 10001-6009 

(800) 344-GAME 

tel (212) 633-1288; fax (212) 633-0979 • email info@nground.com 
Webpage - http://www.nground.com 


Our singles are priced (with some exceptions) at LOW 
Scrye ' for Ice Age', The Dark', Fourth Edition', and 
Fallen Empires'. The rest are MEDIUM Scrye. 


ames (Metro) 817 461 4263^ 

^ I g\ Internet Address 

^7 bill@metronet.com 

805 W. PARK ROW DR. ♦ ARUNGTON, TX 78013 

Discounted prices on most Items 




Singles—Sets—Boxes 

BUY ♦ SELL ♦ TRADE 


We carry singles for 
most of the collectible card games. 

Can’t find that out-of-print game or magazine? 


GIVE US A CALL! 

We accept Visa and MasterCard 


Magic* tournament at our store 
every Saturday at noon. 

Mox for first place prize! 

OPEN 7 DAYS A WEEK « INTERNATIONAL MAIL ORDER 


PLAYING CLOTH FOR 
TRADING CARD GAMES 


SPELLCROV/ND 

WWERK1 


SpellGround soft-to- 
the-touch imitation 
Impala skin- 
playing mats protect 
your cards at 
coffee houses 
conventions, and 
tournaments! 


SpellGround 

Original 

Size: 26"x26 , ‘ (for 2 players) 
In tan or grey. $14.95 


III Id! I Ul yiGJf. l*t.J7 xJ 

Available at your favorite game store or " 

t 

-£ 


it your favorite game s 
comic shop, or order direct! 

Send check or VlisaMC info plus jg 
$2.50 sfwpp*H)bandta0 a. m 

Khalsa-Brain Games ‘ 

P O. Box 170436. San Ffmosco. CA 94117 
415-985-5222 


fCA rcwtents t06 7 25\ sate X»0 

SpeiGroire Spe*Groi/td Eie and fie 
SpelGround logo are trademarks of 
Khafca-Bran Games 


* denotes a registered trademark and denotes a trademark owned either by Wizards of the Coast Inc. or by others. Most product names are tradem n^'i., Tu * ** 

& . the name of any product n feu mention of trademerk states should not be construed as a challenge to such status. Wizards of the Coast and Mogk: The Gotham, £ fiFJZT' ct«' 

,0 “ ^ ^ 0,1CW1 ** - The Etem,. Stntg* 





























































THE NATIONAL COLLECTOR 


■■■P9I 


Ashnods Cylix 
Balduvian Horde 
Diminishing Returns 
Exile 

Fatal Lore 
Floodwater Dam 
Gargantuan Gorilla 
Helm of Obedience 
Ivory Gargoyle 
Kaysa 

Keeper of Tresserhorn 
Lake of the Dead 
Library of Lat-Nam 
Soldevi Digger 
Wandering Mage 


ALPHA-BETA 
UNLIMITED SINGLES 


Ancestral Recall 
Berserk 
Black Lotus 
Chaos Orb 
Copper Tablet 
Forcefield 
Gauntlet of Might 
Icy Manipulator 
Illusionary Mask 


Lich 
Moxes 
Psionic Blast 
Timetwister 
Time Vault 
Time Walk 
Two-Headed Giant 
Word of Command 


ANTIOUIWEM 

SINGLES 


Argivian Archaeologist 
Ashnod’sTransmogrant 
Candelabra ofTawnos 
Mishras Workshop 
Urza’s Avenger 



LEGENDS 

SINGLES 

ARABIAN NIGHTS M 
SINGLES 

The Abyss 


Ali from Cairo 
Bazaar of Baghdad 
Diamond Valley 
Drop of Honey 
Elephant Graveyard 
Erhnam Djinn 
Guardian Beast 
Island ofWak-Wak 
Jihad 

Juzam Djinn 

Old Man of the Sea 

Pyramids 

Ring of Ma’ruf 

Shahrazad 

Singing Tree 


Acid Rain 
All Hallow’s Eve 
Dakkon Blackblade 
Eureka 

Firestorm Phoenix 
Gravity Sphere 
Living Plane 
Master of the Hunt 
Mirror Universe 
Moat 

Nether Void 
Recall 

Reverberation 
Sword of the Ages 
Underworld Dreams 


.STAR. 

WART 



THE LEADER IN MAGIC: THE GATHERING* 


ALSO AVAILABLE: 

AH Singles, Sets, Packs, 
Boxes, Case* 

ALPHA 

BETA 

UNLIMITED 
REVISED' 
ARABIAN NIGHTS' 
ANTIQUITIES' 
LEGENDS' 

THE DARK ' 
FALLEN EMPIRES' 
ICE AGE' 
CHRONICLES' 
HOMELANDS' 

STAR TREK* 
GUARDIANS' 
DRAGON DICE' 
STAR WARS' 
MIDDLE-EARTH' 


POPULAR LICENSED COLLECTIBLES 

Star Wars • Star Trek'" *The Shadow 
Barbie' • G.I.Joe' • Disney 'Warner Bros. 

Super Heroes • Nightmare Before Xmas Cartoons • TV 
Movie Memorabilia • Posters • Rare Coins • Animation Art 
Toys Premium Rings • Character Watches 

w 

TNC, 6113 Clark Center Ave., Sarasota, FL 34238 USA 
MINIMUM SHIPPING & HANDLING $4.00 

We accept checks & money orders plus MasterCard, Visa. American Express & Discover. 
We ship worldwide—Overnight service is available. 

WE BUY-SELL-TRADE 

Prices are subject to change 


Call anytime (941) 927-8398 
Fax orders (941) 927-9495 
Email:TNCMAGIC@gate.net 


FREE CATALOG 


CALL FOR 
CURRENT PRICES!!! 


ALWAYS 

BUYING 

SELLING 

WE SELL THE 
STAR WARS 
CUSTOMIZABLE 
CARD GAME' 
and all 
STAR WARS 
licensed products. 

WE BUY & SELL 
MAGIC: 

THE GATHERING. 




denotes a registered trademark and * v denotes a trademark owned either by Wizards of the Coast. Inc., or by others. Most product names are trademarks owned by the companies that publish those 
. Pr - xts. Use of the name of any product without mention of trademark status should not be construed as a challenge to such status. Wizards of the Coast. Magic: The Gathering Arabian Sights and 

- ~r'ts are registered trademarks of Wizards of the Coast. Inc. Legends Revised The Dei Fcilen Empires, Ice Age Fourth Edition Chronicles Homekmds and AtUonces are trademarks of Wizards of the Coast Inc 
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ENTERPRISES 


WARS 


:~Im 

98% OF OUR SINGLES AT BELOW LOW SCRYT 



J&M Enterprises 

29 Via Pausa, Rancho Santa Margarita, CA 92688 


THE SUPREME STRATEGIST 

BY BARON VON REICHER III j&| 

«T» «T* 


G H A 


WHOLESALE, INC 

DISTRIBUTORS Of MNFR GAMING HtOmCls 
SPORTS CARDS, NOVSPOKIS, k SIPPLIES 


Enter a contest to win 

AMOX 

OF YOUR CHOICE 

as grand prize. 

One entry per person 
Send name, address, phone number to: 

SUPREME STRATEGIST CONTEST 
10254 Cherry Hill Drive 
Painesville, OH 44077 


Call the number and press ’one’ dunng the mam menu ‘o 
get the Top Ten section. From the Top-Ten Section, identify 
the card combos in #J. j, 4. 6. and JO One wmner with the \ 
most correct responses wi H be chosen on October I 1 99 6 


GET EXPERT ADVICE FOR PLAYING 


Get advanced strategies and killer combinations 
to crush your opponent underneath the heel of your boot! 


Call 1-900-988-2122, Extension 5696 

$2.99/minute. Must be 18 years old. Pro Call Co. (602) 954-7420 


Th\ er.Ke \ w tfihjtefi bv W lards * "v C \rt 


Alliances'* —the new Ice Age m expansion 
Netruimer“—the new Richard Garfield game 
Homelands " • Chronicles'* • Ice Age • Fourth Edition * 
Revised (Third) Edition " • The Dart* • Legends' m • Antiquities? 

Jyhad™/Vampire: The Eternal Struggle* 

STAR WARS • STAR TREK • MARVEL COMICS OVERPOWER ” CAME 
SHADOWFIST • GUARDIANS* • MIDDLE-EARTH" • DRAGON DICE 
RAGE" • RED ZONE • TOP OF THE ORDER • HERESY 


PLUS MANY OTHER SPECTACULAR GAMES! 

We sell to retailers only! 

We do not sell to the general public! 


WE ALSO DISTRIBUTE THE COMPLETE LINE OF 
ULTRA PRO™ DECK-PROTECTOR PRODUCTS 


C.ri'.n priii-. • \<> mn imunv- • Nirm-d.H shipping • IVr-onjIi/iit <i n 
\oxtdov '2nd-it.iv Shipping available • C all lor -in HKfcH t AIAI11- 


ONF l Ml nois II AI I ! 

^ A M. S> P.M FST 


GNA WHOLESALE, INC. 

4, ? w \M1I\(,H'\ S] (Ri. 1) • Wrfnthavi. \1A 02093 

Located one mile north of Rt. 495 on Rt l 

(508) 291-0030 •(508) 384-7766 *FAX (.508) 295-2853 


« denotes a registered trademark and "• denotes a trademark owned either by Wizards of the Coast Inc.. or by others Most product names are trademarks a k. 7 
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OREGON WORLD TRADE, INC. 


AN AUTHORIZED, FACTORY-DIRECT WIZARDS OF THE COAST DISTRIBUTOR 


Email: owt@continet.com ♦ Phone: 541-998-3608 ♦ Fax: 541-998-5814 


We are looking for a few new retail accounts. 

Shops with Game Day and tournaments are a plus but not required. 


We carry, special order, and preorder ALL Wizards of the Coast* products 
. including but NOT limited to: . 


ICF AGE & ALLIANCES 

While supplies last 


FOURTH EDITION 
in English, French, Spanish, 
& German 


Players guide books 
for Fourth Edition ' 4 
and V:TES 


V:TF.S, Dark Sovereigns, 
k Ancient Hearts 


Homelands 
Chronicles 
Fallen Empires 
Fourth Edition 
gift boxes 


NEIRUNNER 
PRO TOUR SETS 
GREAT DALMUTF 
RoboRally v 
Free gift for first SO orders 


COMING SOON: 


The new Magic expansion: Mirage", BattleteclT, Netnumer expansion 
Proteus, Quick Start Set Rivals, ami Magic: The Puzzling hook. 


SulHfistrilwton, call for Information 


AirmnniON; 
■mi 


P.O. BOX 1614 • COUPEVILLE, WA 98239 


hsvs 

Magic: The Gatfiering @ 4th Edition 
Fallen Empires™* Chronicles" 
Ice Age™* Homelands™ 

Jbi stock! 

Call for < 
t Now i 

if TJkV 


SPECIALIZING IN ALL YOUR 
TRADING CARD GAME NEEDS 


>lllty jon Alliances” 


Ph: (800) 404-4243 • Fax: (360) 678-3593 

email: clarkOcardvault.com 
visit our homepage at: 
http://www.whidbey.net/-clark/vaulthtml 


We have a huge selection of singles/packs/boxes at the 

LOWEST PRICES POSSIBLE. CURRENT SINGLES CARRIED INCLUDE: 


We carry all major CCGs, RPGs and Anime! 
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fit) Oliver St., Cohoes. NY 12047 • Fax: 518-237452*5 

U'HOD-GAMItMl' 1 ) 

We welcome new accounts! 


AND MANY MOREI 


♦ Orders over $50 on singles receive FREE SHIPPING. 
♦ Send $1.00 for our box/singles catalog. 

(Shipping charge applied to first purchase.) 

♦ We also buy collections. 

♦ International orders welcome. 


PAYMENTS ACCEPTED: 

VISA, MasterCard, and Discover • Checks (allow 7 days to clear) 
C.0.D.S • Money Orders 
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MACICL ABELS 


K eep your Magic' cards organized and easy to find 
with peel-off card-sleeve labels. Labels have the card 
name preprinted and are sorted to your preference, 
either alphabetically or alphabetically within color. 

_ ■ JilVH 

Alpha .S6.00 

Beta .$6.00 

Unlimited'' .$6.00 

Revised v .$6.00 

Fourth Edition m .$7.50 

Ice Age ".$7.50 

Arabian Nights' .$3.00 

Antiquities' .$3.00 

Legends ~.$6.00 

The Dark~ .$3.00 

Fallen Empires '' .$4.50 

Chronicles'' .$3.00 

Homelands m .$ 3.00 

Alliances' '.$4.50 

Unida Computer Service, Inc. 

1 800 808 6432 

FAX: 708-238-1569 • INTERNATIONAL ORDERS: 708-238-1568 


Ihi It 


CEE -3 cm CM* 

Sunset Industrial Park, 52-20th St. Brooklyn. NY 11232 
Phone:(718)832-5296 Fax:(718)832-6792 
Mon-Fri: Noon-7:30 p.m. EST Sat & Sun: CLOSED 


(Not produced or endorsed by Wizards of the Coast !, Inc.) 


WIZARDS OF THE COAST* 


A£ances’ v boosts---- 

Af-ances (Span®*” - 

AntiquitesS.-- --—— 

C > TDric«s’ w *45 pack cfsD&y's... 

O-ese 4th Edfocr boosts «*ack border ... 
Cheese 4* Edtcr starter (Mack borden 

The Da**" (Arrwncan)--— 

The Dark Mart---— 

Dark ccnpfete sets -- •• 

fallen Enpres T¥ -- 

Fourth Btton boosters... 

Fourth Etftar starters. 

Fourth Edktjon comptete sets.. 

Fourth Eaton** Q* boxes. 

French Revised 7 * booster (wh$e border) ... 
f-ench Raised starter horded .... 

Germai Reused boosts v.**B border. 

Gennar R?%-sed starter white border- ... 
German ffevsed starter toteck border 1 .. 

Homelands’ w booster.— — 

Homelands .french or German*.— 

tee Age'* boosters.. . 

tee Age starters..—. 

Japanese 4th Edton booster *b<ac* borter 
Japanese 4th Edton starter Oiack bonder.. 
Korean Edition booster btock border) 


Instock 

. tius 

. Pack 25.X 

.64.00 

.189X 

. *S9X 

. 349.00 

.149.00 

. 195.00 

...Bor 39.00 

.. .CALL 

.CALL 

.195.00 

.. -CALL 
. ... 159.00 
„ ItflLQI 

.129X 

. 119.X 

. 219.X 

.44.X 

.79.OT 

.XX 

.48 X 

.196 X 

.... 175.00 
.. 179X 


Korean 4m Edton saner hoc*, torar 

Legends^.. 

Legends Wtar. . . _ 

W*^ge boosters . . 

Wage starter . __ 

jyhadboosters .... - 

starters _— _ _ 

Renassaroe fctock txrfcr, F«r booaftr 
Pevtsed boosters jvj 

Revaed oo np o kf sees__ 

• - .. •• 

Star Wars Lr**i 

Star Wars Hope tmttd _. 

Star Wars EmpreS-.es Back ** _ 

ASSORTED UMKCWK 

Gates startw 

fcmna* boosters-- 

Arw* starters . _ 

Wdde-esrm Lrma boosters_ 

Wdde-earth Lotted stansrs 
Oe on Che Hector Chrfsnp Gars trtr 
Upper Deck Gndror Fertwy FooM coaw . 
Upper Deck Gndnor Fsrtae* ham trm . 


We specialize in international accounts! We beat ttie compete. 


Call Dealer Division Hotline (203) 878-8100 


Terms & conditions: No cancellation on credt cante-orty exchanges Al femsareptaUPS taa] 
are subject to change. Prices are held 7 days on phone orders Al sto are *nai Denar, r* 
ordemd and back products may exceed 30 days. A* prices reject case pnc« 

We are always buying out-of-print I 

cases, boxes, packs, and docks 


Specializing in collectable card games 




and many more 

YOU WANT IT — WE GOT IT! 

SV>cxV> r^cv^cxc1 



Phone & Fax 606-225-9410 

304 South Limestone St. • Lexington, KY 40500 


We have the LOWEST prices on 
all in-print or out-of-print M:TG cardsand 
we will not be beat on box prices. 


We also buy and sell 

•SINGLES • COLLECTIONS • SETS • BOXES 

m at 

«xn'i.»A.aoi 

Ptko Mihjrct 
' to change 


cardman@igloti.com 
check out our virtual shopping cart at 
ht tp://www. t rad mgcards.com 


]oin the Wizards’ Guild! 

The Wizards’ Guild is a special members-only group that issues a 
monthly newsletter with all the latest news & rumors. In addico’ 
members get special discounts on cards, roleplaying games, 

& books. Our special membership package includes: 

• Autographed card • Wizard*' Guild mambenWp card 

• 20 Ilf* counter* with pla*tlc • Our unique checklist tor 

pouch Magic:The Gathering*Antal N*-? 

• Plastic case for special cards Artqwbes* Ufwta*,7W Dta*. 

• Fallen Empires 1 * booster peck fafce Empim^.lcsAp 1 *. 

I OX discount Fourth EdHha 1 ", etc. 

ALL OF THIS FOR ONLY $12.00. POSTAGE PAID. 
MEMBERSHIP WILL BE LIMITED, SO PLEASE JOIN RIGHT AWAY 
SEND $12.00TO: SARATOGA SCI-FI SHOP. 

WILTON MALL #75, SARATOGA SPRINGS. NY 1286* 

Open seven days a week. Drop by If yoti’rt In the am 
or phone us at (518) 584-269$. 


Advertise your business in 


THE 


tJLlEUST 


For more information, 

contact our Advertising Manager, Bob Henniny 
Phone: (206) 204-7262 
email: bob<&wizards.com 
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EMTCOAJT 

CXPJ)5 &. COLLECTIBLES 

P.O.Box 4014 • 3IA $om«r*«t Plact • Clifton, New Jersey 07012 
Tel: (201) 773-3737 • (201) 365-0610 • Fix: (201) 773-3707 
Mond*y-Ftid*y: 10-$ ^ST • Saturday: 10-3 EST 


YOUR #/ 5UPPUER FOR GAMING CARDSI 

CARRYING THE FOLLOWING PRODUCTS: 


Magic The Gathering*: 

Alonces" 

Antiquities* boosttn, pack*, ind *ets 

Arabian Nights* packs and sets 

Chronides" boosters 

The Dark* boosters, packs, and sets 

Fate Empires" boosters and sets 

Homelands* 

Ice Age* boosters and starters 
Legends 1 ’boosters, packs, and sets 
Raised" boosters, starters, and sets 
Re-JUvtsed/Fourtfc EdMco" 
boosters/starters 
Fourth Edition gift sets 

Star Trek: The Next 
Generation*: 

Beta versions 

Alternate Universe" expansion 
Factory tin secs 


Additional Games: 

Donruss sports games 
Dragon Dice* and expansions 
Fleer Overpower 1 " and expansions 
Guardians 1 ' and expansions 
Heresy" 

Illuminati NWO" and expansions 
Kult" 

Legend of the Five Rings" 
Middle-earth" 

and expansions 
SpelWre" expansion #6 
Star Quest" 

Star Wars* 

Upper Deck Games 
Vampire: The Eternal Struggle" 
Vampire: Dark Sovereigns* 


PSTODCPURGE 

c/o The Mint Card Company • 7452 B&A BhrcL, Glen Bumie, MD 21061 
Tel: ( 410 ) 766-5841 • fttx: (410) 582-9738 • Email: dyve^dwknet 


Always preselling the newest and hottest games! 
Ask for FREE merchandise with every order! 


We Buy and Sell 

Single cards from all M:TG sets! 
Complete Sets! 

Current boxes of M:TG available. 

CALL FOR THE LOWEST BOX PRICES AROUND! 

Your Galactic Empires™ source 
Monthly tournaments In the Balto-Wash area 

C.heck/M. O./MOVISA/DISCOVER accepted. 




Phone: 1-606-878-2936 
Fax: 1-606-878-9061 
email: renvhoek@aol.com 


Shipping Costs: USA/Ccmada So. All Foreign Countries SI: 


0»er 4,000 singes in stock right now, including singles for I 

Middle-earth Star Trek’. Star Wars . Guardians I 
Illuminati . Wyvern anc Netrunner' 




ITALIAN DARK RACKS $3, Kl AGE BOOSTER BOX $59, 
JAPANESE PACKS $CALL 

SINGLE SPECIALS 

SS txh: Moorish Cavalry. Stampede, Frost Giant Arena, Veteran Bodyguard, Clone, Sol Rmg. Regrowth, 
Fcrte of Mature, Lord of the ht. Brain Geyser, Mightmare, Sedge Troll, 10 Random Beta commons, 
Vtv9g Aroma, Chain Lightning. Oubliette, Desert. Stone-Throwing Devils, Flying Men, Seraph, Gate to 
Pfynia. Martyrs of Korks, AQ Ivory Tower, WyM Wolf. 

$19 each jester's Mask, Camouflage, Fork {used). Bayou fused). Tropical Island {used). Royal Assassin, 
Gargantuan 6orMa, Gt. Badger, Wwheeker Centaur. Merchant Ship, Necropotence, Invoke Prejudice, 
Deiectm. Dark common set Legends Elder Dragon, Italian Underworld Dreams. 

$28 each- Acid Ram, Cleanse, Shahrazad, hng Sttfetmn. HeMfire. Helm of Obedience, Jester's Cap. City 
m Bonk, Pyramids (used), Tawnos’s Cofat {used}. 

$28 each Maura! Selection. Mhabal Ghoul {used). Psiomc Blast Ice Storm. Serendib Djmn Singmg Tree 
'X*dk Ring of Ma'tuf {used), Dank fader LETD. Sword of the Ages. 

Write, email or (ax (don’t caD) for our FREE Magic catalog! 

253 Reynolds Rd, Keavy, KY 40737 


Paul and Judy’s 

COINS AND CARDS ‘ 
P.O. Box 409 Due 
Arthur, IL 61911 


Revise "Starter—. 

Revised" Booster .. 

Fourth Edition"S tarter.. 
Fourth Edition" Booster 

TheDork" . 

Fallen Empires" —.. 

j Ice Age" Starter .— 

Ice Age" Booster.. 

Cg 

BOX 

SET 

DECK 

OR RACK 

.$269.00 

.$279.00 

..CALL 

......CALL 

Complete 

$319.00 

$29.00 

$7.75 

$6.75 

$120 

Complete 

$259.00 

.$409.00 

..$44.50 

$169.00 
$49 JO 

$7.75 

$0.75 

_$57.50 

.$67.50 

Complete 

$249.00 

$6.75 

$2.45 

Chronicles" . 

_$67.50 

$99.00 

$1.95 

Legends" .. 

......$1,145.00 

$1,035.00 

$36.00 

Homelands" -- 

.$49.50 

$99.00 

$0.95 

1 Alliances" . 

.CALL 

CALL 

CALL 


Price? current as of 6/11/96. Call for latest price*. 

We BUY ft SELL sets, pack*, boxee, tod tingles for most 
Magic: The Gathering* terie*. 

We also tell other game cards. 


CALL OR WRITE FOR FREE GAME CARDS CATALOG 

Td (217) 543-3366 • US. Fax: (800) 500-3117' Oversea* Fa: (217) 543-3732 
Internet Email Station Code: p|cc«dULlllino&*et 
HOURS: 8:00-7:00 CST Monday thru Thursday • 8:00-6:00 Friday • 8:00-3:00 Saturday 
men email: pjcc.wondwld c it a cost 
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(OMMENTAKT LOST IN THE SRuFF^E 


The World of Gomes 


O ne of the most persistent issues I have to deal with 
as a game designer is the relationship between a 
game s mechanics and the “game world.” By game 
mechanics I mean the rules of the game: bishops 
move on the diagonal, collect two hundred dollars 
when you pass ‘Go,’ the queen of spades is worth 
thirteen points, etc. The game world is a more nebulous con¬ 
cept; it 1 ^ the universe portrayed by the game, which may be 
expressed through a strong story or through characters with 
whom players can identify. In Magic, for example, the fact 
that a 2/3 creature defeats a 2/2 creature in combat is part of 
the rules, a consequence of the game mechanics. The fact 
that the 2/3 creature is a 1 lurloon Minotaur who was magi¬ 
cally summoned from his home world to battle a Gray Ogre 
in a struggle between two planeswalking wizards is part of 
the game world. 

1 he relationship between game mechanics and game 
world has traditionally tended more towards flavor than 
simulation. Look at any game that’s more than forty 
years old—games such as Monopoly* Cine, chess, and 
backgammon—and you won’t find any real articulated 
game world, at least by today’s standard. 

In the hobby game industry, however, the relationship 
between game mechanics and game worlds has a different 
history. Wizards of the Coast sprang from the roleplaying 
industry, where every game necessarily had a world associ¬ 
ated with it. Roleplaying finds its roots in military simula¬ 
tion, where a game was considered flawed if it didn’t simulate 
its conflict in a reasonable manner. Likewise, roleplaying 
games focus so much on portraying their worlds that game 
mechanics often take a back seat for many designers. 

I am a product of this industry in many ways. My first 
designs were roleplaving adventures for Chivalry and Sor¬ 
cery and Dungeons and Dragons, and these were strongly 
tied to the environment in which they were supposed to take 
place. My early games often had some world in mind— 
inspired bv a movie or a book, or even a bizarre vision, as 
Robo Rally was. Usually, though, the development of the 
world depended upon innovations in the mechanics of the 
game, and rules that improved the game were incorporated 
into my picture of the game universe. Sometimes, this 
worked the other way: changes in the game world suggested 
changes in how the game was played. For example, very early 
versions of Magic had players accumulate mana from turn to 
turn like currency. When the game evolved into its current 
form, with the mana disappearing between turns, the simula¬ 
tion suggested that there should be release of energy when 
the mana wasn't used—which is how we got mana burn. 


Wizards of the With Magic I had complete free 

dom to develop the card game as it 
wanted to be developed. V:TES and 
Netrunner, on the other hand, were 
mv first lessons in the costs associ¬ 
ated with letting a game world drive 
game design. In Jyhad, I think I 
tried so hard to capture White 
Wolf s World of Darkness that the 
resulting game, while a fairly good 
representation of the struggle and 
intrigue among vampires, is much 
too ornate for most people. Much of 
the work done on the game since its 
original release has focused on mak¬ 
ing it more accessible to its pi avers. 
With Netrunner, the game mechanics were suffering greatlv 
until l took a step back and decided to design outside the 
world and then step back in. This lead to many parts of 
Netrunner that aren’t really simulations of R. TaJsorian’s 
Cyberpunk 2020 world (like using bits to power your ice¬ 
breakers), but which make excellent trading card game 
mechanics. Now, as 1 work on Wizards of the Coast’s third 
trading card game adaptation, BattleTech, I hope that my 
work will benefit from these experiences, that I’ll be able to 
negotiate better between the demands of a prefabricated 


Coast sprang 
from the role- 
playing industry, 
where every 
game necessarily 
had a world asso¬ 
ciated with it. 


world and the needs of strong, elegant game mechanics. 

But in the process of exploring my own game design, I’m 
becoming increasingly more interested in not letting my 
games suffer the pressures of an external game world. Rather, 
I want to explore the rich worlds that the games themselves 
can create, to make the game mechanics and the game world 
one thing. I believe that the best games that I have ever 
played were very apparently first a game and then a simula¬ 
tion. I hat isn t to say these games don't have a flavor or a 
world of sorts attached to them. I seldom make games that 
were, initially at least, purely abstract. But for me, a game 
w °rld should be more suggestion than outright simulation. 

In the end, when I play Magic I still see myself hurling spells 
at my opponent, although I have no idea how to “visualize* 
the spell Twiddle. Within the universe of Magic, Twiddle 
seems very sensible, a reasonable inhabitant of a world whose 
broad outlines I understand but whose details are left to the 
imagination. 4* 


When he is not working on BattleTech, Richard Garfield spends 
his time playing the elf in Gauntlet, which he claims simulates the 
flight aspect of the basic fight-or-flight instinct. 
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Special Agents Fox Mulder 
and Dana Scully have 
never played games. 



u 



raw 

*jr 

Until now^ 




The 2—Files' Interactive Card. Ga® e 

Coming Fall 1996 

The X-Files TM & © 1996 Twentieth Century Fox Film Corporation. All Rights Reserved. 


